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INTRODUCTION 


Welcome to the Scholastic edition of The Newsroom, a journalism tool for you and 
your students. This User's Handbook provides all the information you need to use 
The Newsroom with your students. The handbook includes the following sections: 

• The Introduction provides an overview of The Newsroom and explains how the 
different parts of the program work together as you create newspapers, 
newsletters, brochures, or flyers. 

• The Reference Guide provides detailed operating instructions for using The 
Newsroom. 

• The Tutorial is a step-by-step lesson that teaches you how to use The Newsroom 
to create the front page of a sample newspaper. 

• The Teaching Guide features classroom activities and projects in which students 
use The Newsroom to develop their writing, organizational, and creative skills. 

This section also includes tips for organizing a newspaper staff, a chart of 
proofreaders' symbols, samples of the clip art available with The Newsroom, a 
glossary of newspaper terms, and an annotated bibliography. 

Before you continue, make sure that your copy of The Newsroom package contains 
four disks. Disk 1 contains the Master Program that loads The Newsroom into the 
computer. Disk 2 contains a library of pictures: Clip Art A and Clip Art B. You can use 
these pictures to illustrate anything created with The Newsroom. The package also 
includes a backup copy of each disk. 

Using This Handbook 

Once you finish reading this introductory section, which section of the User's 
Handbook should you read next? That depends on how you learn best. If you like to 
begin with a full background briefing, start with the Reference Guide. The Reference 
Guide introduces you to all the features and functions of The Newsroom, and 
provides detailed information on designing and creating Newsroom documents. 

If you prefer to jump right in and try The Newsroom, start with the Tutorial section. 

The Tutorial includes step-by-step instructions for creating and printing a sample front 
page, complete with a banner, news stories, and "photos." By completing the 
Tutorial, you'll become familiar with the program's main features. For more specific 
information, refer to the Reference Guide. 

When you feel comfortable using The Newsroom yourself, you're ready to try the 
program with students. The User's Handbook provides a variety of materials that you 
can duplicate and distribute to students: the Tutorial and classroom projects and 
activities. For more information on using The Newsroom in your classroom, see page 
10 . 
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What is The Newsroom ? 

The Newsroom is a computer program that transforms your computer into a 
combination word processor, graphics generator, and printing press. Using The 
Newsroom, your students can write stories, create "photos" from clip art (pictures that 
are stored on a disk, much in the way that a newspaper keeps photos and graphics 
on file), combine text and graphics, lay out the pages, and even roll the presses to 
print their work. If you have a modem (a device that exchanges information between 
computers by telephone cable), you can also take advantage of an optional feature 
called the Wire Service. The Wire Service lets different computers talk to each other, 
so you can transmit important news information and newsroom documents 
electronically. 

Like a newspaper office, The Newsroom program is divided into different working 
areas. The Newsroom features six areas: the Banner work area, the Photo Lab, the 
Copy Desk, the Layout area, the Press, and the Wire Service. Each is described 
below. 

• The Banner is where a newspaper identifies itself by printing its name in large 
letters near the top of page 1. In the Banner work area, The Newsroom lets you 
create any kind of banner you want. You can use large text for the newspaper's 
name, and then switch to smaller letters for a slogan. You can even add artwork to 
your banner from the Clip Art disk. 

• The Photo Lab lets you create your own "photos" for inclusion in your newspaper. 
Like the Banner work area, it provides a library of clip art. It also provides graphic 
tools that allow you to design and draw your own illustrations. 

• The Copy Desk is where you type the stories and create the panels for your 
newspaper. You can combine this typed text (or "copy”) with the photos you 
developed in the Photo Lab. 

• The Layout area allows you to arrange your banner and completed stories on a 
page. Each page is divided into six, eight, or ten equal-sized panels - depending 
on whether the page is letter- or legal-size and whether it has a banner. 

• The Press is where you print out the pages of your newspaper. If you just want to 
see how a photo, banner, or panel looks on paper, you can print out a copy for 
inspection. 

• The Wire Service area gives you the option of using a modem to send or receive 
pages, panels, banners, or photos that have been created with The Newsroom. 
Students can work at different locations and transmit their materials to an editor. 
The Wire Service also allows Apple, IBM, and Commodore computers (which are 
normally incompatible) to "talk" to each other and exchange information. 

When you put together a newspaper with The Newsroom, you start by creating 
several panels that include text, art, or a combination of text and art. Then, at the 
Layout Desk, you combine the panels into an actual page. If the page is the front 
page of the newspaper, you'll also add a banner. 
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As shown below, there are four types of newspaper pages that you can build with the 
panels you create. The pages pictured have box outlines around the panels to give 
you a sense of their size and location. However, when you print out the pages, they 
will not include the box outline. 
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Five-Step Guide to Creating a Page 

Here are the five steps that you'll usually follow to create a newspaper page with The 
Newsroom. 

1. If the page is the front page for your newspaper, go to the Banner work area to 
create and save a banner. 

If you've already published one or more editions of the newspaper, you may already 
have a banner. If that’s the case, you'll probably want to load the old banner, change 
the date and issue number, and use it again. 

2. Go to the Photo Lab, and select and save pictures to illustrate your page. 

3. Go to the Copy Desk work area, and type the words (copy) for your articles. The 
Copy Desk is also where you combine the copy and photos for your articles on 
panels. 

4. Go to the Layout area, and tell The Newsroom where you want each panel to go 
on the page. 

5. Go to the Press area, and print your page. 

You don't always have to follow the steps in this order, but your newspaper work will 
usually go more smoothly if you do. 

To follow the steps, you'll have to plan ahead. For example, it doesn't make sense to 
go to the Photo Lab and select pictures to illustrate your articles until you know what 
the articles are about. 
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Using The Newsroom in Your Classroom 

How you use The Newsroom depends on a number of factors, including the age and 
skill levels of your students and the number of computers available in your classroom. 
You'll also need to consider the type of publication that your students will be creating. 
Will they be publishing a weekly or monthly newspaper that covers the entire school, 
or an informal newsletter that reports on the activities of a specific class or school 
organization? The various types of publications require different degrees of student 
time and involvement, and different levels of teacher preparation and supervision. 

Because it is a utility (rather than drill-and-practice or tutorial) program, The Newsroom 
is a very flexible teaching resource. Students can use The Newsroom to create 
newspapers, newsletters, posters, award certificates, and announcements of school 
or community events. You can also use The Newsroom as the foundation for a 
variety of student writing projects, including illustrated books of stories and poems. In 
addition, because it includes word processing, graphics, and telecommunications 
components, The Newsroom can serve as an exciting complement to courses in 
computer literacy. 

For young authors, the opportunity to see their work "published" in professional¬ 
looking form has proven highly motivational, particularly for students who are 
reluctant writers. Because it is powerful and very easy to learn, The Newsroom is 
also appropriate for a wide range of students and teaching situations. 

With younger students, or with students who have had limited computer experience, 
you will need to spend extra time introducing the program. Make copies of the 
Tutorial section of this handbook, and stand by to offer assistance as students try the 
Tutorial at the computer. After one "guided tour" through the Tutorial, most students 
should feel comfortable enough with the program to try it on their own. 

Creating a document with The Newsroom usually involves considerable planning 
and preparation. As a result, The Newsroom is suited to classrooms in which 
students have limited access to computers. As one or two students work at the 
computer, others can plan and prepare the text and art for The Newsroom documents 
at their desks. With more mature students, much of the preparation may occur away 
from the classroom, as students collect information, conduct interviews, and even 
solicit advertisements for a newspaper or newsletter. 

For additional information on using The Newsroom in your classroom, see the 
Teaching Guide section of this Handbook. The Teaching Guide includes classroom 
management strategies, student projects and activities, and materials that you can 
duplicate and distribute to students. 
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REFERENCE GUIDE 


This section of the User's Handbook contains detailed instructions for loading The 
Newsroom and using its many features. As you read, it’s a good idea to sit at the 
computer and experiment with the program. Set aside an hour or two, and try tg 
explore as much of the program as possible. Generally, it's best to follow the 
instructions in the order in which they are presented here, so you'll develop a sense 
of how the various program elements work together. 

First, you'll learn about the Banner work area - the place where you create the large 
banner that identifies the name of your newspaper. You'll then visit the Photo Lab, 
where you'll develop pictures to illustrate your newspaper. Next, you'll move on to 
the Copy Desk, where you will write stories and combine text with photos to create 
"panels." The final two stops are the Layout area, where you'll arrange the panels as 
a finished page, and the Press area, where you'll print out the pages. 

The Reference Guide also includes information about the Wire Service area - the 
optional feature that allows you to transmit news information electronically. To use 
the Wire Service, you need at least two computers (usually in different locations) and 
a modem. 

Before You Start 

Preparing and Organizing Data Disks 

As you create the different parts of your newspaper, you will need to save the 
sections on one or more data disks. To create a Newsroom data disk, simply use the 
DOS disk or formatting procedure that came with your computer to initialize (or 
"format") a new or recycled floppy disk. For instructions or more information, look 
under the headings "initializing" or "formatting" in your computer's reference manual. 

If you are using an Apple computer, you can also use the initializing procedure that is 
included on The Newsroom disk. If you attempt to save your work on an uninitialized 
disk, The Newsroom will give you the option of initializing your disk at that time. If 
you choose to initialize your data disk(s) without the aid of the program, you must use 
the Apple DOS 3.3 format. See page 27. 

Before beginning work at The Newsroom, be certain to have at least one data disk 
ready to store your work. Unless you intend to create many newspapers with The 
Newsroom, this one data disk can be used to store banners, photos, and panels. 
Although you can use this same disk to store pages, it is highly recommended that 
you use a second data disk to store pages in the Layout area. 
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If you intend to create many newspapers, it may be easier to use four distinct data 
disks - one for each of the work areas where you will be saving information. Label 
the disks as follows: 

• The Banner data disk, used to save information from the Banner work area. 

• The Photo data disk, used to save information from the Photo Lab work area. 

• The Panel data disk, used to save information from the Copy Desk work area. 

• The Page data disk, used to save information from the Layout work area. 

If you label each disk clearly, it will be easy to find the information that you need 
when you need it. It is a good idea to have your data disks handy and well 
organized, because you will be loading files from your data disks often. For 
example, when you are at the Copy Desk creating a panel, you will probably want to 
load a photo and position it somewhere in the panel. Also, when you are laying out a 
page, you will need to load the appropriate panels and banner from your data disk(s). 

Finally, be sure to save your work on a data disk before you leave any of The 
Newsroom work areas. If you leave the area without saving your work, you will lose it 
forever. 

One Disk Drive or Two? 

Once you have prepared and labeled your copies of The Newsroom data disks, you 
should have three types of disks: The Newsroom Master Program disk (Disk 1), the 
Clip Art disk (Disk 2), and the data disks that you will use to save your work. How you 
use these disks depends on whether you have one or two disk drives. 

If you have one disk drive, leave the Master Program disk in the drive. As you work 
with The Newsroom, the program will tell you when you need to replace the Master 
Program disk with the Clip Art disk or one of your own data disks. 

If you have two disk drives, leave the Master Program disk in Drive 1. As you work 
with The Newsroom, the program will tell you to place the Clip Art disk or one of your 
own data disks in the second drive. 

Sound On or Off? 

To turn the sound off on Apple and IBM computers once you load The Newsroom, 
press the Control key and, while it is down, press the A key. To turn the sound back 
on, press Ctrl-A again. 

To turn the sound on or off on Commodore computers, adjust the controls on your 
monitor. 
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Getting Started 

You have two copies of The Newsroom Master Program disk and two copies of the 
Clip Art disk. Put one copy of each disk in a safe place as backups, in case one of 
your other disks is damaged. If a disk should fail, use your backup and return the 
defective disk to Scholastic for replacement. See the enclosed warranty card for 
details. 

Loading the Program 

To load The Newsroom, follow the instructions for your computer listed on the pages 
that follow. This section includes instructions for the Apple ®ll line of computers, the 
Commodore 64® or 128 ®, or the IBM PC and PCjr® computers. If you are using a 
Tandy 1000 computer, follow the instructions for the IBM PC. 

Apple Computers 

Equipment You Need 

1. Apple II+, lie, lie 

2. TV or monitor 

3. Disk drive 

4. Printer 

5. Modem (optional) 

6. Joystick, Koalapad™, or AppleMouse™ (optional) 

Disk Loading Instructions 

1. Make sure your computer is turned off. 

2. If you're using a joystick, Koalapad, or AppleMouse, connect it to the proper port at 
the back of your computer. 

3. Insert The Newsroom Master Program disk in the disk drive. If you are using two 
disk drives, place the Master Program disk in Drive 1. Hold the disk by the label 
as you slide it in, and make sure that the label side faces up. 

4. Turn on your computer and monitor or TV set. In a few seconds, you will see the 
title screen and PICTURE MENU. 

5. For further instructions, see the PICTURE MENU section that begins on page 17. 
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Commodore 64 or 128 

Equipment You Need 

1. Commodore 64 or 128 computer 

2. TV or monitor 

3. Disk drive 

4. Printer 

5. Modem (optional) 

6. Joystick or Koalapad (optional) 

Disk Loading Instructions 

1. Make sure your computer is turned off. 

2. If you are using a joystick or Koalapad, connect it to the proper port at the back of 
your computer. (The joystick should go in port # 2.) 

3. Turn on the disk drive and the TV or monitor. 

4. Turn on the computer. You will see READY and a flashing square cursor on the 
screen. If you are using a Commodore 128, type G064 and press Return. 

5. When the red light on the disk drive goes off, insert The Newsroom Master 
Program disk in the drive. Hold the disk by the label as you slide it in, and make 
sure that the label side faces up. Close the disk drive door. 

6. Type 

LOAD "*",8 

You must type the command exactly as it's shown. Then press Return. 

7. When the word READY appears on the screen, type RUN and press Return. 

8. The disk drive will make some whirring and clicking noises. In a few moments, you 
will see the title screen and PICTURE MENU. 

9. For additional instructions, see the PICTURE MENU section that follows the IBM 
PC and PCy'r directions. 

IBM PC, PCjr, or Tandy 1000 

Equipment You Need 

1. IBM PC or compatible (128K with graphics card), PC/'r(256K - using IBM or 
Techmar expansion only), or Tandy 1000 (256K) 

2. TV or monitor 

3. Disk drive 

4. Disk Operating System (DOS) 2.0 or 2.1 disk 

5. Printer 

6. Modem (optional) 

7. Joystick (optional) 
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Putting DOS on Your Newsroom Disk 

Before you run The Newsroom, you must follow the setup procedure to configure The 

Newsroom Master Program. Once you have completed this procedure, you will not 

need to repeat it. The directions differ slightly for a one-drive or a two-drive system. 

Follow the appropriate instructions for your system. 

Instructions for Systems with One Disk Drive 

1. Make sure your computer is turned off. 

2. If you are using a joystick or Koalapad, connect it to the proper port at the back of 
your computer. 

3. Insert the DOS disk in the disk drive. Hold the disk by the label as you slide it in, 
and make sure that the label side faces up. Then, turn on the computer. 

4. The computer will ask you for the date. Type in a new date, and press Enter. If 
you do not want to type a date, just press the Enter key. 

5. Next, the computer will ask you for the time. Type in a new time, and press 
Enter. If you do not want to type the time, just press the Enter key. 

NOTE: To type the date and time, follow the instructions in your DOS manual. 

6. You will now see a flashing A> prompt. Remove the DOS disk from the drive 
(Drive A). 

7. Insert The Newsroom Master Program disk in the disk drive. Hold the disk by the 
label as you slide it in, and make sure that the label side faces up. 

8. Type 
B:SETUP 

Then press the Enter key. 

9. Follow the screen instructions and answer the questions concerning your 
system configuration. You will then begin a process of alternating The 
Newsroom Master Program disk and the DOS disk in the disk drive. Each time 
the system asks for the Drive B disk, insert the Master Program in the disk drive 
(Drive A) and press the Enter key. Each time the system asks for the Drive A 
disk, insert the DOS disk in the disk drive (Drive A) and press Enter. 

10. The computer will tell you when the files from the DOS disk have been 
transferred to The Newsroom disk. When this message appears, The Newsroom 
disk is now ready for use as a self-loading disk. 

11. Turn off your computer. 

12. Make sure The Newsroom disk is in the drive. Hold the disk by the label as you 
slide it in, and make sure that the label side faces up. 

13. Turn on your computer. In a few moments, you will see the title screen and 
PICTURE MENU. 

14. To load the program when the computer is already on, press the Ctrl key, the Alt 
key, and the Del key at the same time. This has the same effect as turning the 
computer off and on again. 
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Instructions for Systems with Two Disk Drives 

1. Make sure your computer is turned off. 

2. If you are using a joystick or Koalapad, connect it to the proper port at the back of 
your computer. 

3. Insert the DOS disk in Drive A (the drive on the left), and insert The Newsroom 
Master Program disk in Drive B. Hold each disk by the label as you slide it in, 
and make sure that the label side faces up. Turn on the computer. 

4. The computer will ask you for the date. Type in a new date, and press Enter. If 
you do not want to type a date, just press Enter. 

5. Next, the computer will ask you for the time. Type in a new time, and press 
Enter. If you do not want to type the time, press Enter. 

NOTE: To type the date and time, see the instructions in your DOS manual. 

6. You will now see a flashing A> prompt. 

7. Type 
B:SETUP 

and press Enter. 

8. The red lights on the disk drives will come on. In a few moments, the computer 
will tell you that the files from the DOS disk have been transferred to The 
Newsroom Master Program disk. The Newsroom Master Program disk is now 
ready for use as a self-loading disk. 

9. Turn off your computer. 

10. Make sure The Newsroom Master Program disk is in the Drive A. Hold the disk 
by the label as you slide it in, and make sure that the label side faces up. 

11. Turn on your computer. In a few moments, you will see the title screen and 
PICTURE MENU. 

12. To load the program when the computer is already on, press the Ctrl key, the Alt 
key, and the Del key simultaneously. This has the same effect as turning the 
computer off and on again. 

You may also run The Newsroom from a hard disk drive by selecting that option when 
it appears during the setup routine. To run The Newsroom from the hard disk, boot 
the system, place the original Master Program disk into Drive A, and type 
A: NEWSROOM. (The Master Program disk will not self-boot if the hard disk option 
is selected.) 
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THE PICTURE MENU 


After you load The Newsroom, you'll see the PICTURE MENU. The PICTURE MENU 
allows you to go from one section of the program to another. You can go to the 
Banner work area, the Photo Lab, the Copy Desk, the Layout area, the Wire Service, 
or the Press. 


THE) 

NEWSROOM 

£■1^4 -PPIUIjBOhPO yuFTHhRE 



To choose one of these work areas from the menu, you must know how to move and 
control the cursor. 

Cursor Movement 

You move around The Newsroom by using the cursor to select different options. At 
different times in the program, the cursor appears as a small arrow, a square block, a 
hand, a blinking box outline, or a drawing shape. 

The joystick, Koalapad, AppleMouse, and keyboard all handle cursor movement in a 
slightly different manner. Follow the appropriate directions for whichever device you 
are using. 

Joystick 

Position the joystick so that the cursor moves up when you push the stick forward, 
down when you push the stick back, left when you push the stick to the left, and right 
when you push the stick to the right. To indicate a selection, to pick something up, or 
to drop something in place, press the joystick button. To use any of the drawing 
tools, hold down the button as you draw. 

Koalapad or AppleMouse 

Position the Koalapad or AppleMouse so the cursor moves up when you draw or 
move up, down when you move down, left when you move to the left, and right when 
you move to the right. To indicate a selection, to pick something up, or to drop 
something in place, press the button. To use any of the drawing tools, hold down the 
button as you draw. 
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Keyboard 

If you are using the keyboard, press the following keys to move the cursor. 

• Apple 11+ - Hold down the Ctrl key and press the I, J, K, or M key to move the 
cursor up, down, right, or left. Press the Esc key to select something, pick 
something up, or drop something off. When you want to draw, hold down the Esc 
key as you press I, J, K, or M. 

• Apple Me, lie - Use the Up, Down, Right, and Left Arrow keys to move the cursor 
in the desired direction. Press the Open or Closed Apple key to select something, 
pick something up, or drop something off. When you want to draw, hold down the 
Open or Closed Apple key as you press the arrow keys. 

• IBM PC, PCjr - Use the Up, Down, Right, and Left Arrow keys to move the cursor 
in the desired direction. Press the Alt key to select something, pick something up, 
or drop something off. When you want to draw, hold down the Alt key as you 
press the arrow keys. 

• Commodore 64 - Use the Up, Down, Right, and Left Arrow keys to move the 
cursor in the desired direction. Press the Commodore key c= to select something, 
pick something up, or drop something off. When you want to draw, hold down the 
Commodore key as you press the arrow keys. 

Small Steps vs. Large Steps 

The cursor is in large step mode when you enter the Banner work area. The large 
steps are handy when selecting or moving a piece of clip art. When you want to 
position the cursor or clip art more precisely, you will want to move into small step 
mode. 

If you are using an Apple II family computer, press the Ctrl-S key combination to enter 
the small step mode. Ctrl-S is a toggle, meaning that the small step mode will 
continue until you "toggle" back to the large step mode by pressing Ctrl-S again. 

If you using an IBM PC or compatible computer, hold down the Shift key and an arrow 
key simultaneously to enter the small step mode. Press only the arrow keys when 
you want to move the cursor in larger steps. 

If you are using a Commodore computer, hold down the Ctrl key and an arrow key 
simultaneously to enter the small step mode. (Depending on which direction you 
want the cursor to move, you may also have to press the Shift key as well.) Press 
only the arrow keys (and the Shift key if necessary) when you want to move the 
cursor in larger steps. 

Become acquainted with these keyboard commands. Most likely, you will use large 
steps to put something in a general area and then use small steps to position it more 
exactly. After a while, you will find these key commands quick, accurate, and easy to 
use. 

When you move the joystick, draw with the Koalapad or AppleMouse, or press any of 
the arrow keys at the PICTURE MENU, the different options will flash. 
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Selecting (Clicking) an Option 


To select a flashing option, make sure the cursor is on top of the icon or option you 
desire. Then press and release the button on your mouse, joystick, or Koalapad. If 
you are using the keyboard, press and release the designated key. If you can't 
remember which key to press, see page 18 of the Reference Gu de. 


From now on, these two steps of selection will be referred to as "clicking." So when 
you read "Click the Crayon icon," it means to select the crayon icon by moving the 
cursor to it, and then pressing and releasing the button on the mouse, joystick, or 
Koalapad. If you are using the keyboard controls, you should press and release the 
special key on your computer. 


When you are creating a newspaper, you will usually select the Banner work area 
from the PICTURE MENU first. 
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THE BANNER WORK AREA 


The banner (also called the logo or flag) is the section of the newspaper where you 
place the name of your publication. Generally, the banner is written in large type 
across the top of page one. In the Banner work area, you can combine artwork with 
different type styles and sizes to create your own identifying "flag." 

To get to the Banner work area, make sure that the Banner symbol in the lower left 
corner of the PICTURE MENU is flashing. If it is not, move the cursor so it does flash. 
Then click it. In a moment, the Banner work area will appear. 



Banner Work Area Icons 

Notice the column of icons (symbols) located along the left edge of the Banner work 
area. The icons indicate the different options available to you in the Banner area. 
The icons, along with the options they activate, are described below. 



Click 

when you want to 

11 

Picture Icon 

go to the library of clip art, so you can choose a 
drawing to illustrate your banner. 

SB 

Flip Icon 

flip pieces of clip art, so what was once facing left 
can now be facing right - and vice versa. 

!!=►- 

Crayon Icon 

go to the Graphic Tools window, where you can 
choose different type styles and drawing 
commands. 

01 

Magnifying Glass 
Icon 

magnify a portion of the screen and modify 
or refine your drawing. 

OOPS 

OOPS Icon 

undo what you just did. 

fi 

Trash Can Icon 

clear the Banner work area. 

a 

Disk Icon 

load or save a banner on or from a data disk. 

MENU 

Menu Icon 

return to THE NEWSROOM PICTURE MENU. 
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When you move the cursor over to the the column of icons, notice that it turns into a 
small arrow. When the arrow is alongside the icon you want, select it by pressing 
either the button on your drawing device or the appropriate key on your keyboard. If 
you don't remember which key to press, see page 18 of the Reference Guide. 

Creating Text 

The first thing you will usually want to do in the Banner work area is to type the name 
of your newspaper in large banner type. You may also want to create a slogan with 
smaller letters. 

To type the title of your paper, select the Crayon icon at the left side of the work area. 
In a moment, the Graphic Tools window will appear. It displays the type sizes and 
styles that you can use to type your banner. 


Graphic Tools 


Line Lines Circle Box Draw Erase 


Pens 
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_Large Fonts Small Fonts 
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Once the Graphic Tools window appears, notice that the cursor now changes to a 
blinking box. If you want to create a banner using large type first, move the cursor to 
the Large Fonts area. (Font is another word for "type style.") You have a choice of 
type: serif (the letters have little "feet"), sans serif (the letters do not have the little 
feet), or English. Move the cursor so the box surrounding the type style you want is 
blinking. Then click it. If you want small text instead, follow the same process to 
choose either a serif or sans serif style under the Small Fonts column. 


Serif Small _ 

Sans Serif Small 

Serif 

Sans Serif 
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Now select the Exit option in the Graphic Tools window. The Graphic Tools window 
will disappear, and you will return to the Banner work area. Notice that your cursor is 
now a block the size of the font you chose. Move the cursor to where you want to 
begin to type, and click to switch to the text mode. Then begin to type the title of your 
newspaper. 

If you make a mistake while typing, use the arrow keys to move the cursor so it is on 
top of the incorrect letter. Then type a new letter on top of the old one, so the new text 
replaces the old. 

To begin a new line, press the Return or Enter key. The new line will start directly 
underneath your original line. (If you are using an Apple II+, note that the Apple 11+ 
considers the Return key to be the same as the Ctrl-M (down cursor) keys. Therefore, 
you should use Ctrl-R as a carriage return. If you press the Return key instead, the 
cursor will move straight down.) 

When you are finished typing and want to move the cursor to another location on the 
screen, click it again. You can move to another location in the Banner work area and 
click again to type more text, or you can move the cursor to the column of banner 
icons and select a new option. 

Adding Clip Art 

If you want to illustrate your banner with artwork from the clip art library, make sure 
that the Clip Art disk is in the drive. Then click the Picture icon in the Banner work 
area. Once you do, the screen will show a list of clip art pages. You can see what 
drawings are on these clip art pages by looking at the Clip Art Library at the back of 
this book. The list will scroll (move up and down) to show more names. Press the 
arrow keys or use your controller (joystick or mouse) to move the selector bar up and 
down the names until you find the clip art page that you want to load. 

If you want to use clip art from another disk, remove the unwanted Clip Art disk, and 
put the new one in the disk drive. Click the New Disk option from the end of the page 
listing. The old list will disappear, and a new list will take its place. 

To return to the Banner work area without choosing any clip art, select the Cancel 
option from the list of pages. 

When the selector bar is on the clip art page that you want, click it. In a moment, the 
screen will display the pieces of clip art from that page. As soon as you choose 
another page of clip art, the old art will disappear, and the new art will fill the screen. 

Now it's time to choose one of the pictures on the screen. Move the cursor (which is 
now a little hand) onto the piece you want. When the cursor is touching the picture 
you want, click it. 
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The Newsroom will switch you back to the Banner work area. You will be "carrying" 
the picture you selected from the Clip Art disk. Move the picture around the screen, 
and position it where you want. If you move the piece far enough off the left border of 
the work area, it will eventually disappear. 


Dropping and Cropping Clip Art 

When the piece of clip art is in the location you want, drop it in place by clicking it. 
Notice that you will continue to carry the piece of clip art until you drag it off the work 
area. This is handy if you want to use multiple images of the clip art in your banner. 
After you've dropped a picture, you can pick it up again by bringing the hand over the 
drawing and clicking it again. Then you can reposition it. 

You'll notice that some of the clip art pieces cannot completely fit in the Banner work 
area. Only the sections that fit within the Banner border will be visible when you print 
out your newspaper. You can, however, choose a large piece of clip art, and then 
"crop" it by placing only those elements you want within the Banner border. 


Flipping Clip Art 

The Newsroom lets you flip any piece of clip art from left to right or right to left. For 
example, let’s say your banner design requires a figure that is pointing right, but the 
clip art figure you want to use is pointing to the left. First, make sure that the clip art is 
in the Banner work area. Then, select the Flip icon (the arrows; pointing right and 
left). The icon will begin to blink, indicating that it is activated. 


Next, move the cursor onto the drawing that you want to flip, and click the selection 
key or button. The picture will automatically flip. You can flip the piece back to its 
original position by using the OOPS icon described on page 2(5. 


Graphic Tools 

You can also use the Graphic Tools to create your own illustrat ons. If you want, you 
can even make changes to the existing clip art. 


Select the Crayon icon. In a moment, the Graphic Tools window will appear - the 
same window that you saw when you selected a type size and style for your banner. 
Along with allowing you to alter clip art, the Graphic Tools window lets you draw all 
sorts of geometric shapes and fill them in with a variety of patterns. You even have a 
choice of ten different pen styles. 


Reference Guide 23 






Graphic Tools 
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Pens 

As the Graphic Tools window shows, you can draw with a pen that varies from a very 
thin line to a much thicker one, or you can use a pen that creates dotted lines, 
hatched lines, and even lines with a "spray paint" effect. Experiment with the different 
pens by clicking a pen style. You'll know that the selection is registered when a small 
triangle appears in the upper left corner of the the box you chose. 

Once you have chosen a pen style, leave the window by clicking the Exit option. 

Back at the Banner work area, you will find that your cursor is now the shape of the 
pen you chose. To draw, move the cursor into the work area and hold down the 
joystick button, the Koalapad button, or the selection keys on your keyboard. When 
you are finished, take your finger off the button or key. Notice that some of the lines 
won't assume their final shape until this point. 

NOTE: On the Apple 11+ keyboard, use the Esc key to toggle the drawing function on 
and off once you have chosen a pen style. 

Erase 

When you want to erase a line that you have drawn, return to the Graphic Tools 
window and choose Erase (located in the upper right corner). Using Erase is like 
drawing with an invisible line. Once you've selected Erase, draw over the line that 
you want to erase, and the line will disappear. 

If you want to clear the entire screen, click the Trash Can icon in the banner column of 
icons. You must click the icon twice. This is a safety measure to make sure you don’t 
accidentally erase all your work. 
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Selecting Geometric Designs 

The Newsroom also lets you automatically draw shapes such as circles, boxes, lines, 
and other geometric forms. To draw shapes, select a draw command from the upper 
section of the Graphic Tools window, just as you did when you selected a pen. You 
can choose both a pen size and a draw command at the same time. Once you have 
selected a shape, click Exit. In a moment, you will return to the Banner work area. 
Move the cursor to where you want your shape to start. Click it, and move the cursor 
until the shape is exactly how you want it. No line is set until you press the selection 
button or key again. Once you press the button or key, the real shape will appear. 

Fill Patterns 

You can use any of the ten patterns shown in the Graphic Tools window to fill any 
shape that is fully enclosed. Select a pattern and then click Exit, just as you have 
done with the other graphic tools. When you return to the work area, move the cursor 
inside the shape you want to fill. (Make sure this shape has a complete boundary, so 
that the pattern can't "leak" out.) The pattern will automatically fill the chosen area. 
Although the patterns are all black and white, some may appear to be in color, 
depending on your computer and monitor. 

The Hand Icon 

To move a piece of clip art anywhere on the screen, click the Hand icon located 
above the Exit option. Next, click Exit to return to the work area. Then move the hand 
onto the piece of clip art that you want to move, click it, and move it to its new position. 

As you learned in the section about clip art on page 18, you can use the Ctrl-S key 
combination to toggle between large and small step mode if ycu have an Apple II 
series computer. If you have an IBM PC or compatible, you will use the arrow keys 
for moving the cursor large steps and the Shift and arrow keys for moving the cursor 
more precisely. Similarly, if you have a Commodore computer, you will use the arrow 
keys (or the Shift and arrow keys) to move the cursor large steps. Use the Ctrl key 
with the arrow keys (or the Shift and arrow keys) to move the cursor in smaller steps. 

You must make sure that the clip art is in its final position before you make any 
changes to it. The Newsroom only lets you move the original piece of clip art - not 
any modifications made to it. 
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Magnify for More Detailed Work 

With The Newsroom, you can magnify a portion of the screen. This allows you to 
"touch up" your drawings or clip art. To do this, select the Magnifying Glass icon. The 
cursor will become a rectangle. Position the rectangle so it is over the area that you 
want to magnify. When the rectangle is in place, click it. 

Once you click the rectangle, a magnified version of the area will appear. Inside the 
magnified area, you will be able to see the pixels (small squares) that make up the 
image. Edit by clicking to turn the pixels on or off. 

Watch the changes in the display rectangle at the bottom of the screen. If you do not 
like any of the changes you made, you can select Cancel. This command will return 
you to the work area with your original drawing intact. When you are finished, click 
the Exit option to return to the work area with your changed picture. 

Undo a Command 

In case you do something that you did not intend to do, The Newsroom provides a 
handy tool to remedy the situation - the OOPS icon. 

When you select the OOPS icon, whatever work you last performed will be erased. 
For example, if you fill in a shape with a pattern but then decide that the pattern does 
not look quite right, click the OOPS icon. When you do, the pattern will disappear. If 
you decide you'd like to get the pattern back, click OOPS again, and it will reappear. 

The Disk Icon 

The Disk icon, located at the bottom of the column of icons, lets you save the banner 
you are currently working on or load a banner that has been previously saved. 

(Apple users should note that the Disk icon also lets you initialize, or format, a data 
disk. You can convert pictures created with other Apple graphics programs for use 
with The Newsroom, as well.) 
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When you finish working in any part of The Newsroom, you must save your work on 
an initialized data disk before you move to another work area. If you don't save your 
work, you'll lose it. Even if you haven't finished the banner, save it before you go on 
to another section of the program (e.g., the Copy Desk, the Layout area, etc.) or turn 
off your computer. Later, you can load the unfinished banner from the disk and 
continue working on it. 

Initializing a Disk (Apple and Commodore Only) 

In order to save your work, you must first have a properly initialized or "formatted" 
data disk. If you are using an Apple or Commodore computer, you can use The 
Newsroom to initialize a data disk while you are in the Photo Lab, Copy Desk, or 
Layout areas of The Newsroom. Insert a blank disk in the disk drive. (You can also 
initialize a disk that already contains information. But be sure you no longer want the 
information, because the initialization process erases everything on the disk.) Move 
the cursor so that the initialization box is flashing, and click it. The disk drive will whir 
for a few moments as the disk becomes initialized. When the red light on the disk 
drive goes off, the initialization process is complete. Label this disk, and use it as a 
data disk. 

If you are using The Newsroom with an IBM (or compatible) computer, you will have 
to follow the initialization instructions found in your computer manual. 

Saving Your Banner 

When you are ready to save your work, click the Disk icon that is located at the bottom 
of the column of icons. Move the cursor so that the save box is flashing, and click it. 
Make sure that you have a data disk in the disk drive because you can't save data 
onto the Master Program disk. (If you are using an Apple computer and you need to 
create a data disk, click the Initialize a Disk option. For more instructions on creating 
a data disk, see page 11.) 

The program will ask you to type a name for your banner. Type in a name that you 
will remember, and press Return or Enter. The name can include up to eight 
characters but no spaces or special characters. Once you press Return or Enter, the 
program will save your banner on the data disk. To move to another part of The 
Newsroom, click the Menu icon. 

Loading a Banner 

To load a banner that you have already saved on a data disk, follow these 
instructions. First, click the Disk icon. Make sure you have the data disk containing 
the banner you want to load in the proper disk drive. Then move the cursor so that 
the Load box is flashing, and click it. A list of the banners stored on that disk will 
appear. Use the keyboard or controller to scroll down the list until you find the banner 
you want. Make sure the correct banner name is highlighted. Click it, and the banner 
you requested will appear on the screen. If you modify the banner at all, make sure 
you save the modified version. 
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Converting a Picture (Apple Only) 

If you are using an Apple computer, The Newsroom also allows you to use pictures 
created with other graphics programs. You can modify the pictures in the Banner 
work area using the graphic tools and clip art. Please note that only pictures stored in 
the standard Apple DOS 3.3 high-resolution picture format can be converted for use 
in The Newsroom. 

To convert a picture, select the Disk icon from the work area. Then select Convert a 
Picture from the menu. Insert the disk that contains a standard Apple DOS 3.3 high- 
resolution picture, and click OK. The present contents of the work area will be 
destroyed, so make sure that you have already saved what is on the screen. Next, 
enter the name of the picture, and press Return. If you do not know what is on the 
disk, press Ctrl-C for a catalog. 

When the picture you have selected appears on the screen, you will be given a 
"cropping box" the size of the Banner work area. Move this box so that it contains the 
portion of the picture that you want included in the banner. When the boundaries of 
the picture are set, click it. You will return to the Banner work area with the picture. 
Press Esc if you want to escape at any time. 

Returning to the PICTURE MENU 

When you are finished creating and saving your banner, double-click the Menu 
option at the bottom of the column of icons to return to the PICTURE MENU. 
Remember, unless you have saved your banner first, returning to the PICTURE 
MENU will cause you to lose your work. 

To return to the PICTURE MENU, make sure that the Master Program disk is in the 
drive, and click Menu. Be sure to click twice. This is a safety measure, so you won't 
accidentally switch to the PICTURE MENU without first having saved your banner. 

THE NEWSROOM PICTURE MENU will appear, and you can select another part of 
the program. If you are creating a newspaper, you'll probably want to move on to the 
Photo Lab work area. 
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THE PHOTO LAB WORK AREA 


The Photo Lab work area lets you create the photos (drawings) to illustrate a 
Newsroom page. As you will see, the Photo Lab work area is similar to the Banner 
work area. That’s because in both areas you are using clip art and the drawing 
commands from the Graphic Tools window. Once you have finished creating a 
picture, you can crop (trim) it to contain exactly the subject matter you desire. The 
dimensions of the picture can be as small as you like, or as big as the entire Photo 
Lab work area. 

When you have completed a photo, you can combine it with text or another photo at 
the Copy Desk. You'll then save it as a panel at the Copy Desk. 

To go to the Photo Lab work area, click the Photo Lab icon from THE NEWSROOM 
PICTURE MENU. In a moment, a screen that resembles the Banner work area will 
appear. Note that the Photo Lab work area itself is larger, giving you more room to 
create photos. To the left of the screen, you will see some of the icons you used in 
the Banner work area along with some new ones. 



Photo Lab Work Area Icons 

The icons (symbols) located along the left edge of the screen indicate the options 
available to you in the Photo Lab area. The icons, along with the options they 
activate, are described on page 30. 
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Click 

when you want to 

OH 

Picture Icon 

go to the Clip Art Library so you can choose a 
drawing to illustrate your photo. 

a® 

Flip Icon 

flip pieces of clip art so what was once facing left 
is now facing right - and vice versa. 

” =t *' 

Crayon Icon 

go to the Graphic Tools window, where you can 
choose different type styles and drawing 
commands. 


Magnifying Glass 
Icon 

magnify a portion of the screen and modify 
or refine your drawing. 

OOPS 

OOPS Icon 

undo what you just did. 

9 

Trash Can Icon 

clear the Photo Lab work area. 


Camera Icon 

define a photo. 

a 

Disk Icon 

load or save a photo on or from a data disk. 

MENU 

Menu Icon 

return to THE NEWSROOM PICTURE MENU. 


When you move the cursor over to the the column of icons, notice that the cursor turns 
into a small arrow. When the arrow is alongside the icon you want, click it. 

Working with Clip Art 

Most likely, most of your art work will come from The Newsroom Clip Art disk. You 
have already learned to use the Clip Art disk in the Banner work area (pages 22-23). 

If you are comfortable experimenting with the clip art library and the Graphic Tools 
window, you can skim over the following directions. Stop when you reach the 
"Creating Captions for Photos" section. 

Adding Clip Art 

If you want to illustrate your photo with art work from the clip art library, make sure that 
the Clip Art disk is in the drive. Then click the Picture icon in the Photo Lab work 
area. 

Once you do, the screen will show a list of clip art pages. You can see what drawings 
are on these clip art pages by looking at the clip art overview at the back of this book. 
Press the arrow keys or use your controller (joystick or mouse) to move the selector 
bar up and down the names until you find the clip art page that you want to load. 

If you want to use clip art from another disk, remove the unwanted Clip Art disk and 
put the new one in the disk drive. Click the New Disk option from the end of the page 
listing. The old list will disappear, and a new list will take its place. 

To return to the Photo Lab work area without choosing any clip art, select the Cancel 
option from the list of pages. 
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Selecting a Piece of Clip Art 

When the selector bar is on the clip art page you want, click it. In a moment, the 
screen will display the pieces of clip art from that page. If you go back and choose 
another page of clip art, the old art will disappear, and the new art will fill the screen. 

Once the page of pictures that you want is on the screen, it's time to choose one of 
the pictures. Move the cursor (which is now a small hand) onto the piece you want. 
When the cursor is touching the picture you want, click it. 

The Newsroom will switch you back to the Photo Lab work area. You will be 
"carrying" the picture you selected from the Clip Art disk. Move the picture around the 
screen, and position it where you want. If you move the piece far enough off the left 
border of the work area, it will eventually disappear. If you accidentally remove a 
picture, simply select the OOPS icon. The piece of art you just lost will automatically 
reappear on the work area. 

Small Steps vs. Large Steps 

The cursor is in large step mode when you enter the Photo Lab work area. These 
large steps are handy when selecting or moving a piece of clip art. When you want to 
position the cursor or clip art more precisely, you will want to move into the small step 
mode. 

If you are using an Apple computer, press the Ctrl-S key to enter the small step mode. 
The Ctrl-S key combination is a toggle. This means that the small step mode will 
continue until you "toggle" back to the large step mode by pressing Ctrl-S again. 

If you are using an IBM PC or compatible computer, hold down the Shift key and an 
arrow key at the same time to enter the small step mode. Press the arrow keys when 
you want to move the cursor large steps. 

If you are using a Commodore computer, hold down the Ctrl key and an arrow key 
simultaneously to enter the small step mode (depending on which direction you want 
the cursor to move, you may also have to press the Shift key as well). Press only the 
arrow keys (and the Shift key if necessary) when you want to move the cursor in 
larger steps. 

Become acquainted with these keyboard commands. Most likely, you will use large 
steps to put something in a general area, and then use small steps to position it more 
exactly. After a while, you will find these these key commands are quick, accurate, 
and easy to use. 

When the piece of clip art is in the location you want, drop it in place by clicking it. 

You will continue carrying the clip art until you move the cursor to the icon area. This 
comes in handy if you want to have multiple images of the clip art in your photo. After 
you drop a piece of clip art, you can pick it up again by bringing the hand over the 
drawing and then clicking it. Once you’ve picked the picture up, you can reposition it 
in the exact spot that you want. 
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Flipping Clip Art 

The Newsroom lets you flip any piece of clip art from left to right or right to left. For 
example, let's say your photo design requires a figure that is pointing right, but the 
clip art figure you want to use is pointing to the left. First, make sure that the clip art 
you want to flip is in the Photo Lab work area. Then, select the Flip icon (the arrows 
pointing right and left). The icon will begin to blink, indicating that it is activated. 

Next, move the cursor onto the drawing that you want to flip, and press the selection 
key or button. The picture will automatically flip. You can flip the piece back to its 
original position by using the OOPS icon described on page 26. 

Graphic Tools 

As you've learned, The Newsroom allows you to illustrate your news stories with 
pictures from the Clip Art disk. Using the Graphic Tools, you can create your own 
illustrations. If you want, you can even make changes to existing clip art. 

To draw your own pictures, select the Crayon icon from the column of icons in the 
Photo Lab work area. In a moment, the Graphic Tools window will appear - the same 
window that you saw when you selected a type size and style when you created a 
banner. Along with allowing you to alter clip art, the Graphic Tools window lets you 
draw all sorts of geometric shapes and fill them in with a variety of patterns. You 
even have a choice of ten different pen styles. 
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Pens 

As the window shows, you can draw with a pen that varies from a very thin line to a 
much thicker one. You can also use a pen that creates dotted lines, hatched lines, 
and even lines with a "spray paint" effect. Experiment with the different pens by 
clicking a pen style. You'll know that the selection is registered when a small triangle 
appears in the upper left corner of the the box you chose. 
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Once you have chosen a pen style, exit from the Graphic Tools window by clicking 
the Exit option. Back at the Photo Lab work area, you will find your cursor is now the 
shape of the pen you chose. To draw, move the cursor into the work area and hold 
down the joystick or mouse button, the Koalapad button, or the selection keys on 
your keyboard. When you are finished, take your finger off the button or key. Some 
of the lines do not assume their final shape until this point. 

NOTE: On the Apple 11+ keyboard, use the Esc key to turn the drawing function on and 
off after you have chosen a pen. 

Erase 

When you want to erase any of the lines you have drawn, return to the Graphic Tools 
window and choose the Erase option located in the upper right corner. Next, select a 
pen. Erase is like drawing with an invisible line. You can erase with a thin invisible 
line or the fattest one available. Draw over the line that you want to erase, and the 
line will disappear. 

If you want to clear the entire screen, click the Trash Can icon in the Photo Lab 
column of icons. You must click the icon twice - a safeguard against accidentally 
erasing all your work. 

Selecting Geometric Designs 

The Newsroom also lets you automatically draw designs such as circles, boxes, lines, 
and other geometric shapes. Select a drawing command from the upper section of 
the Graphic Tools window just as you did when selecting a pen. In fact, you can 
choose both a pen size and a draw command at the same time. Click Exit, and you 
will again return to the Photo Lab work area. Move the cursor to where you want your 
shape to start. Click it, and move the cursor until the shape is exactly how you want it. 
No line is established until you press the selection button or key again. Once you do, 
the real shape will appear. 

Fill Patterns 

You can use any of the ten patterns shown in the Graphic Tools window to fill any 
shape that is completely enclosed. Select a pattern and then click Exit, just as you 
have done with the other Graphic Tools. When you return to the work area, move the 
cursor inside the shape you want to fill. (Make sure this shape has a complete 
boundary, so that the pattern can't "leak" out.) Click, and the pattern will automatically 
fill the chosen area. Although the patterns are all black and white, some may appear 
to be in color, depending on your computer and monitor. 

The Hand Icon 

To move a piece of clip art anywhere on the screen, click the Hand icon located 
above the Exit option. Then click Exit to return to the Photo Lab work area. At the 
work area, guide the hand onto the piece of clip art that you want to move, click it, and 
move the clip art to its new position. 
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As you learned in the section about clip art, you can use the Ctrl-S key combination 
to toggle between large and small step mode if you have an Apple II series computer. 
If you have an IBM PC or compatible, you will use the arrow keys for moving the 
cursor large steps and the Shift and arrow keys together for moving the cursor more 
precisely. Similarly, if you have a Commodore computer, you will use the arrow keys 
(or the Shift and arrow keys) for moving the cursor large steps, and the Ctrl and arrow 
keys (or Ctrl, Shift, and arrow keys) for moving the cursor small steps. 

Make sure that the clip art is in its final position before you make any changes to it. 
The Newsroom only lets you move the original piece of clip art - not any 
modifications made to it. 

Magnify for More Detailed Work 

With The Newsroom you can magnify a portion of the screen. This allows you to 
"touch up" your drawings or clip art. To do this, select the Magnifying Glass icon. The 
cursor will become a rectangle. Position the rectangle to indicate the area you want 
to magnify. When the rectangle is in place, click it. 

Once you do, a magnified version of the area will appear. Inside the magnified area, 
you will be able to see the pixels (small squares) that make up the image. Edit by 
clicking the pixels to turn them on or off. 

Watch the changes in the display rectangle at the bottom of the screen. If you do not 
like any of the changes you made, you can select Cancel. This command will return 
you to the work area with your original drawing intact. When you are finished, click 
the Exit option to return to the work area with your changed picture. If you decide you 
don't like the way it looks, select the OOPS icon. Once you select OOPS, the original 
piece of clip art will return. 

Undo a Command 

When you do something that you did not intend to do, The Newsroom provides a 
handy tool to remedy the situation - the OOPS icon. 

When you select the OOPS icon, whatever work you last performed will be voided. 
For example, if you fill in a shape with a pattern but then decide that the pattern does 
not look quite right, click the OOPS icon. When you do, the pattern will disappear. If 
you decide you'd like to get the pattern back, click the OOPS icon again. 

Creating Cutlines (Captions) for Photos 

It is very easy to add text to any photo that you have created in the Photo Lab. This 
comes in handy if you want to add a cutline (the caption that describes and 
accompanies a photo in a newspaper). You can only add a cutline in the Photo Lab 
work area - not at the Copy Desk. 
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Adding text in the Photo Lab is very similar to adding text in the Banner work area. 
Click the Crayon icon. In a moment, you will find yourself at the Graphic Tools 
window. Move the blinking box cursor to the font (type style) you would like to use, 
and click it. Click the Exit option, and you will return to the Photo Lab work area. 

The cursor is now a block the size of the font you selected. Move the cursor to where 
you want your text to begin. Click to switch to the text mode, and begin to type. 

To edit your work, move the cursor over any incorrect letters, and type over them. As 
in the Banner work area, the new text simply replaces the old text underneath it. 

When you want to begin a new line, press the Return or Enter key. (Apple 11+ users 
should note that, because the Apple 11+ considers the Return key to be the same as 
Ctrl-M, you should press Ctrl-R instead of Return to start a new line.) 

To get out of the text mode, click the cursor again. You will switch to the cursor 
mode, and you can move the cursor anywhere in the work area. To choose another 
option, move the cursor over to the column of icons. To return to typing, click the 
cursor again while it is in the work area. 

Defining ("Cropping") the Photo 

Once you have your photo exactly as you want it, you must define (crop) the picture 
by indicating its boundaries. 

First, click the Camera icon that is located near the bottom of the column of icons. 

The Camera should blink to indicate that you've selected it. Now, move the cursor to 
one corner of the area you want to "photograph," and click. As you continue to move 
the cursor diagonally, a box will appear. Move the cursor until the box frames exactly 
what you want to appear in your photo. Make sure you have included the cutline (if 
you have one). 

When the boundaries are set where you want them, lock them in place by clicking. A 
"snapshot" will be taken, and the picture will momentarily appear inversed, indicating 
that you have just defined a photo. 

If you decide that you are not happy with your cropped photo, you can repeat the 
process just described. Select the camera icon again, reposition the frame, and click. 
Because only one photo can be in the work area at a time, the new "snapshot" will 
replace the old. 

After the photo is taken, the "cropping box" will continue to blink. This indicates that 
you now have a photo to save. If you choose any icon other than the Disk icon, the 
"cropping box" will disappear. That's because The Newsroom assumes that you 
want to make more changes before reshooting and saving the photo. 
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Saving and Loading Photos 


Saving 

In the Photo Lab, as in all areas of The Newsroom, you must save your work before 
you return to the PICTURE MENU. If you don't, your photos will be lost. When you 
are ready to save, click the Disk icon located at the bottom of the column of icons. 

The Newsroom will ask you to choose either to save or load a photo. 

Make sure you have a data disk ready to store your photos. (It's a good idea to use 
two different data disks with The Newsroom. One data disk can store your banner, 
photos, and panels. The second data disk can store your pages.) Move the blinking 
box cursor to Save and click it. 

Now, type a name with up to eight characters, but with no spaces or special charac¬ 
ters. Use a name that will help you remember what the photo is. Press Return or 
Enter, and your photo will be stored on the data disk. 

Loading 

There may be times you want to load a specific photo that you created earlier into the 
Photo Lab work area - especially if the photo is unfinished or in need of changes. To 
load a photo, you follow many of the same directions explained in the Save section. 

Select the Disk icon just as you did when you saved the photo. This time, however, 
tell The Newsroom that you want to load a photo. Make sure that the data disk with 
your photos stored on it is in the drive. Click Load, and a list of the photos you've 
stored on the disk will appear. Move the cursor to scroll down the list, stopping at the 
photo that you want. Click it, and you will return to the Photo Lab work area, where 
you can make any changes you want. When you are through, you will have to define, 
or crop, your new picture using the process described on page 35 of the Reference 
Guide. Be sure to save the edited photo. 

Converting a Picture 

If you are using an Apple computer, The Newsroom also allows you to use pictures 
created with other graphics programs. You can even use the graphic tools and clip 
art to modify these pictures in the Photo Lab work area. Only pictures stored in the 
standard Apple DOS 3.3 high-resolution picture format can be converted for use in 
The Newsroom. 

The instructions for converting a picture in the Photo Lab work area are the same as 
for the Banner work area. Click the Disk icon from the column of icons. Then select 
Convert a Picture from the menu. Insert the disk that contains a standard Apple DOS 
3.3 high-resolution picture, and click OK. The present contents of the work area will 
be destroyed, so make sure that you have already saved what is on the screen. Next, 
enter the name of the picture and press Return. If you do not know what is on the 
disk, press Ctrl-C for a catalog. 
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When the picture you have selected appears on the screen, you will also see a 
"cropping box" the size of the Photo Lab work area. Move this box so that it contains 
the portion of the picture that you want included in the photo. When the boundaries of 
the pictures are set, click it. You will return to the Photo Lab work area with the 
picture. Press Esc if you want to escape at any time. 

Returning to the PICTURE MENU 

When you are finished with the Photo Lab work area, double-click the Menu icon at 
the bottom of the column of icons to return to the PICTURE MENU. Be sure to save 
your work first. Back at the PICTURE MENU, you can choose to move onto a new 
work area. If you are ready to type your news story and create panels, select the 
Copy Desk work area. 
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THE COPY DESK 


The Copy Desk is where you type the words, or "copy," for your newspaper. The 
Newsroom divides a page into panels. At the Copy Desk, you work on one panel at a 
time. If you want, you can combine both text and photos in a panel. 

As explained in the Introduction, the number of panels per page depends on the type 
of page you want to create. The Newsroom allows you these four page possibilities: 

• a letter-size page with a banner and six panels 

• a letter-size page without a banner and eight panels 

• a legal-size page with a banner and eight panels 

• a legal-size page without a banner and ten panels 

A panel works like an imaginary frame for the purpose of storing information. A story 
can fill one, two, or three panels, or even the whole page. 

The Copy Desk Work Area 

To reach the Copy Desk, click the Copy Desk icon from the PICTURE MENU. 



At the Copy Desk work area, you will find a new column of icons displayed at the left 
edge of the screen. 
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Copy Desk Work Area Icons 

Notice the column of icons (symbols) located along the left edge of the Copy Desk 
work area. The icons indicate the different options available to you in the Copy Desk 
area. Some of them will be familiar to you from your work in the Banner and Photo 
Lab work areas. The icons, along with the options they activate, are described 


below. 

Click 

when you want to 

FONT 

Font Icon 

choose a specific size and style for your type 

0 

Eraser Icon 

(font). 

erase all the text from the work area. 

OOPS 

OOPS Icon 

undo what you just did. 

II 

Trash Can Icon 

clear the Copy Desk work area. 

a 

Disk Icon 

load a photo, or load or save a panel. 

HENO 

Menu Icon 

return to THE NEWSROOM PICTURE MENU. 


When you move the cursor over to the the column of icons, it turns into a small arrow. 
When the arrow is next to the icon you want, click it. 

The work area represents one panel area. Please note that the panel is a much 
bigger area on-screen than it will be when you print out your work. This makes it 
easier for you to position photos and text. When you print, The Newsroom reduces 
the panel to its proper portion of the page. 

The Cursor 

As you have seen in other parts of The Newsroom, the cursor in the Copy Desk can 
take different forms, depending on its position on the screen: 

• If it is in the icon selection area, it is a small arrow. 

• If it is on a photo from the Photo Lab, it is a hand that you can use to select, move, 
or drop the photo. 

• If it is on text, it is a block the size of the current font. 

Adding a Photo 

If you plan to use a photo in your panel, it’s a good idea to position it before you add 
text. This way, you will see how much room you have left for your copy. 

To include a photo in your panel, you first must have developed one in the Photo Lab 
and saved it on a data disk. (See the Photo Lab section on page 29.) 

To add a photo from the Photo Lab, place the data disk that contains your photos in 
the drive. Then click the Disk icon near the bottom of the screen. You are probably 
familiar with this icon from having saved photos and banners earlier. Once you click 
the Disk icon, The Newsroom presents you with three options: Load Panel, Load 
Photo, and Save Panel. 
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Move the cursor so the Load Photo box in the middle is flashing. Then click it. In a 
moment, you will see a list of the photo titles stored on your data disk. Move the 
cursor to scroll down the list until you find the photo you want. If the photo you want is 
not on the disk, you may have stored it on another disk. Take out the old disk, and 
insert another data disk. Click the New Disk option from the list of photo titles, and 
the screen will display the new disk titles. Use the cursor to scroll down the list of 
photo titles until you come to the one you want. When your photo title choice is 
highlighted, click it. 

Once you select a photo, The Newsroom returns you to the Copy Desk work area with 
the outline (or "cropping box”) of that photo. This outline now functions as the cursor. 
Move the photo outline to its new position in the panel. Often, putting a photo along 
the border of the panel or in a corner allows more room for text. When the outline is 
in position, click it. The actual photo will appear in the spot you designated. 

To remove a photo from the screen, pick it up and drag it off the left border of the 
panel. 

If you decide that you do not like the location of the photo, you can reposition it by 
picking it up with the hand cursor again. Because the text will automatically 
rearrange itself around the new photo placement, you can very easily test new panel 
designs. Be aware, however, that if you already have text on the screen, moving a 
photo may cause some text to disappear from the bottom of the work area. If you 
move the photo back to its original position, the text automatically reappears. (If you 
do lose text, just continue your story on another panel.) 

The Newsroom also lets you use more than one photo in a panel. Experiment with 
the effect of overlapping photos in a panel. 

Adding Text 

Typing text in the Copy Desk is different from typing text in either the Banner work 
area or the Photo Lab work area. Unlike these two work areas, the Copy Desk work 
area provides insert and delete features for editing purposes. The Copy Desk also 
lets you delete or copy large blocks of text, and to perform more sophisticated 
wordprocessing functions. 

When you are ready to begin typing, move the cursor over to the Copy Desk column 
of icons, and click the Font icon. The Font window will appear on top of the work 
area. As you can see, the Font options are the same as the ones available in the 
Graphic Tools window. 
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Serif Saa.ll _ 

Sans Serif Small 

Serif 

Sans Serif 

<Enaltgft 


Notice that the cursor now appears as a flashing box. You have a choice of both 
large and small type that is serif (the letters have little "feet") or sans serif (the letters 
do not have the little feet). The English font is only available as large type. 

Move the cursor so the box surrounding the type style you want is flashing. Indicate 
your choice by clicking it. 

Once you click your choice, the Font Window will disappear from the screen and you 
will return to the Copy Desk work area. If your cursor is still in the left-hand column, 
move it onto the work area. When you type the first letter of copy, the cursor will 
automatically jump to the first available space (usually the upper left-hand corner). 
Your cursor will be a block the size of the font you chose. When the cursor is in the 
text area, you can move the cursor only to where there is text. This position will vary 
depending on the location of photos. If you want to begin typing farther down the 
page, use the Return or Enter key to move the cursor to the location you want. 

VERY IMPORTANT: Do not use the Return or Enter key when you come to the end of 
a line of text. Just keep typing. The Copy Desk will automatically determine when 
you should begin a new line. Use the Return or Enter key only to start a new 
paragraph or add spaces between lines. 

If you are using an Apple II+, note that the Apple 11+ considers the Return key to be the 
same as the Ctrl-M (down cursor) key. Therefore, you should use Ctrl-R as a carriage 
return. If you press the Return key instead, the cursor will move straight down. In 
addition, you should use the Ctrl-C key to switch between upper- and lowercase 
letters. The Ctrl-C combination works as a "shift lock," and it must be entered again to 
change back to lower case. 

At times, you may want to break up a long word so part of it is on one line and part is 
on the next line. For example, if you try to add text to the narrow area between a 
photo and the panel's border, long words may not fit. In this case, use a hyphen. The 
Copy Desk will break the word immediately after the hyphen and put the rest of it on 
the next line. 
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To change fonts, move the cursor to the Font icon again, and click it. Then choose a 
new font. When the font you want is flashing, click it. You can only use one of the 
small fonts and one of the large fonts in any given panel. 

Editing Text 

It is very easy to edit text created in the Copy Desk. You can either insert or delete 
words, letters, phrases, or whole blocks of text. 

Insert 

When you want to insert text into an existing body of type, move the cursor where the 
new text is to begin. Then start typing. The words or letters to the right of the cursor 
will shift over to make room for the new words or letters. 

For example, you might type the sentence: Martha loves ice cream. To change 
that sentence to: Martha loves chocolate ice cream, move the cursor so it is over the 
"i" in "ice cream." Now, type chocolate. The rest of the text will move over to make 
room for the addition. 

Delete 

When you want to delete text, move the cursor on top of the first letter of the text to be 
removed. Then press the Delete key until all the unwanted text is gone. (Apple 11+ 
users should use Ctrl-D to delete text.) 

Let's work with the preceding example. Type: Martha loves chocolate ice 
cream. But then you realize that you are not really sure what flavor Martha really 
likes, and you decide to play it safe. Move the cursor on top of the first "c" in 
"chocolate." Press the Delete key ten times: nine times for each letter in the word 
chocolate and one time for the extra space. Now the sentence looks like this: Martha 
loves ice cream. 

To replace existing text with new copy, delete the old text first and then type in the 
new copy. 

Moving Large Blocks of Text 

When you are working at the Copy Desk, you can also delete or copy large blocks of 
text. First, you must move the cursor to the first character of the text that you want to 
delete or copy. Click it, and the character will become highlighted. Then, click the 
last character of the block of text. The entire block of text will become highlighted. 

If you want to delete the block of highlighted text, press the Delete key. (Apple 11+ 
owners should press Ctrl-D.) If you want to copy the block of text, press Ctrl-C. (If 
you have an Apple II+, press Ctrl-Q.) 
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Both deleting a block of text and copying a block of text will let you move the block 
somewhere else on the screen. That's because both commands automatically store 
the text in the computer's temporary memory. However, if you delete a block of text, 
the original text is removed from the screen. If you copy a block of text, the initial text 
remains. 

To place the block of text in another area on the screen, position the cursor where 
you want the text to appear and press Ctrl-W. If you press Ctrl-W while the cursor is a 
hand, the text will be added to the end of the existing text. 

If you change your mind after removing a block of text, select the OOPS icon to get it 
back. Similarly, if you position a block of text in the wrong place, click the OOPS icon 
to undo it. 

The Eraser and Trash Can Icons 

To delete all of the text in a panel, click the Eraser icon. This icon is located 
underneath the Font icon. As a safety feature, you'll have to click it twice. Make sure 
that you want to get rid of all the text before you click the second time. 

The Trash Can icon works the same way, except that it clears the entire panel, 
including both text and photos. To clear the screen, you must click the Trash Can 
icon twice. 

Saving and Loading 

When you are finished with your panel, you must save it before you return to THE 
NEWSROOM PICTURE MENU. If you do not save it, you will lose the panel. Even if 
you have not finished a panel, save it before you go to another part of the program or 
turn off the computer. Later, you can load the unfinished panel from the disk and 
continue working on it. 

It is a good idea to store all your panels on a separate Panel data disk. That way, it 
will be easier to find a specific panel when you design a page in the Layout section of 
The Newsroom. 

When you want to save your work, move the cursor arrow to the Disk icon and click it. 
Flashing boxes give you the option of Loading a Panel, Loading a Photo, or Saving a 
Panel. Move the cursor so the Save a Panel option is flashing. 

Make sure that you have a data disk ready to store your panels. Remember, it's a 
good idea to store your panels, photos, and banner on one disk and your pages on 
another data disk. 

The Newsroom program will ask you to type a name of up to eight characters for the 
panel. Do not include spaces or special characters and be sure to give the panel a 
name that will help you remember what it is and where it belongs. Press Return or 
Enter, and the program will save your panel. 
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If you had clicked the Load Panel option, you would have seen a list of the panel titles 
you had previously created and stored on the disk. Move the cursor to scroll down 
the list of titles until you find the panel title you want. Click it, and that panel will 
appear in the Copy Desk work area. 

If you have a story that stretches over more than one panel, save the first panel. Then 
return to the Copy Desk work area, and use the Trash Can icon to clear the screen. 
Now begin your second panel, picking up the story where the first panel left off. 

After you have created all of your panels and saved them on a data disk, you will 
arrange them on a page of your newspaper. This work is done in the Layout area of 
The Newsroom. 

To get to the Layout area (or any other section of The Newsroom), you must return to 
THE NEWSROOM PICTURE MENU. Make sure the Master Program disk is in the 
drive, and click the Menu icon. You must click this icon twice as insurance against 
accidentally leaving the Copy Desk without first having saved your panel. 
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THE LAYOUT WORK AREA 


Once you have created a banner and panels, you need to arrange them onto a page 
in the Layout work area of The Newsroom. Move the cursor so the Layout image is 
flashing, and click it. The screen that appears will give you four options: 

• Lay out a page with a banner. 

• Lay out a page without a banner. 

• Load a page from a data disk. 

• Return to the PICTURE MENU. 

Choosing a Layout 

As discussed in the Introduction, there are four different layout combinations you can 
use, depending on the size of your paper and whether you are using a banner: 

• a six panel letter-size page with a banner 

• an eight panel letter-size page without a banner 

• an eight panel legal-size page with a banner 

• a ten panel legal-size page without a banner 


Banner 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 


8V2"x11" 
letter size page 
with banner 


Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 


8V 2 "x11" 
letter size page 
without banner 


Banner 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 


8V2"x14" 
legal size page 
with banner 


Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 

Panel 


8 V 2 " x 14" 
legal size page 
without banner 


Usually, the front page of a newspaper will have a banner, while the inside pages will 
not. Move the cursor so that the flashing box contains the sort of page you want to lay 
out. Then click it. The next screen will ask whether you will be using letter or legal 
size paper to print. Letter-sized paper is 8-1/2 by 11 inches, and legal-sized paper is 
8-1/2 by 14 inches. Click your choice. 

After you indicate the combination for your page, you will see a screen with a layout 
that reflects the basic make-up of your page. For example, if you chose to lay out a 
banner page on letter-size paper, you would see a screen with a banner on top of 
two columns of three panels each. When you see this screen, you are ready to 
indicate which panel and banner titles will go in which locations. 
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Laying Out Panels 

Insert the data disk that you used to store your panels in the drive. Then move the 
cursor so that one of the screen panel areas is flashing. Click the panel area, and 
you will see a listing of all the panel titles on the disk. Use the cursor to scroll down 
the list until you come to the title that you want to place in the panel area. When the 
title is highlighted, click it. That panel is now assigned to the selected area, and its 
title is displayed there. 

If you do not see the panel you want and you would like to check another disk, insert 
a new data disk in the drive. Click the New Disk option from the list of titles. The 
screen will show the new listing, and you will repeat the procedure described above. 

Follow these same instructions to assign a panel title to each panel area of the page. 
If you do not select a panel title for an area, that space will be blank when you print 
the page. 

Laying Out a Banner 

The process for selecting a banner title is very similar to that of choosing panel titles. 
First, insert the data disk with your banner saved on it in the disk drive. Then move 
the cursor so the Banner area at the top of the screen is flashing. Click the Banner 
area, and the program will display all the banner titles on the disk in this Banner area. 
Move the cursor until the title of the banner you want is highlighted. Click it, and the 
title willl be assigned to the Banner area in the screen. 

If you assign the wrong title to an area, move the cursor so that area is flashing. Click 
it, and then choose a new title the same way you chose the original one. 

Initializing a Disk (Apple or Commodore Only) 

To save your work, you must first have a properly initialized or "formatted" data disk. 

If you have not already prepared a disk to store your pages on, you can use the 
initialization program available in The Newsroom layout section. Insert a blank disk 
in the disk drive. 

Select the Disk icon from the column of icons. (If you attempt to save on an 
uninitialized disk, the program will give you a chance to initialize.) Then move the 
cursor so that the Initialization box is flashing, and click it. The disk drive will whir for 
a few moments as the disk becomes initialized. When the red light on the disk drive 
goes off, the initialization process is complete. Label this disk, and use it as a data 
disk. 

If you are using The Newsroom with an IBM (or compatible) computer, you will have to 
follow the initialization instructions in your computer manual. 
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Saving and Loading Page Layouts 

Saving Your Page Layout 

When you finish assigning titles to the panels and banner on your page, you must 
save the layout on a data disk. Although you can save pages on the same data disk 
on which you stored banners, photos, and panels, it is highly recommended that you 
use a separate data disk for saving pages only. This will give you more disk space 
for the pages of your newspaper. 

Select the Save option at the bottom of the screen. (Even if you have not finished 
your page completely, you should save it. You can load it another time and finish it 
then.) 

Now you have two options: Save Page Layout to Same Disk, or Create New Page 
Data Disk. 

The first option saves the page layout to the data disk currently in the drive and 
assumes all of the files pertaining to that page are on that disk. If you are only using 
one data disk, you would chose this option. 

The second option assumes you are storing your pages on a separate data disk from 
your banner, photos, and panels. Again, it is highly recommended that you choose 
this second option. You will copy information from the data disk that has your banner, 
photos, and panels stored on it (the source disk) on the separate Page data disk (the 
destination disk). 

If you choose the second option, the computer will ask you whether you want to 
replace all, some, or none of the files on the destination disk that have the same 
name as files on the source disk. If you elect to "replace all existing files," all files of 
the same name on the destination disk will be replaced by the files on the source 
disk. If you select "replace some files," you will receive a prompt for each file with the 
same name. Indicate whether you want the file on the destination disk replaced by 
the file on the source disk. If you choose "replace no existing files," then no files on 
the destination disk will be replaced by files with the same name on the source disk. 

The computer will ask you to enter a name for the page. Give the page a name that 
will help you identify it later on. The name can have up to eight characters, but no 
spaces or special characters. 

If you have saved your page onto a separate data disk, the disk will contain copies of 
the banner and panels that you have arranged on the page. Label this data disk 
clearly so you know what page it contains (for example, Page 1 or Page 2). 
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Loading a Layout Page 

If you want to change a page layout, make sure your Page data disk is in the drive. 
Move the cursor so that the Load a Page option on the opening screen is flashing. 
Click it, and the next screen displays a list of page titles on the disk. Use the cursor to 
scroll down the list until the title you want is highlighted. Click it, and the page you 
chose will load into the computer. You will see the Layout screen, which will show 
the titles of the banner and panels inside their specific areas on the screen. 

Move the cursor so the panel or banner that you want to modify is flashing. Select a 
new title in the manner described on page 27 of the Reference Guide. If you make 
changes, be certain to save the new layout before you return to the PICTURE MENU. 
If you don't save it, all your changes will be lost. 

When you have saved your page layout and you want to return to the PICTURE 
MENU, click the final option from the opening screen - Return to the PICTURE MENU. 
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THE PRESS 


Once you have defined a page in the Layout area, you are ready to roll the presses 
and print out your newspaper. You can print all of each page, or just an individual 
banner, photo, or panel. 

When you are ready to print, move the cursor so the Press option in the PICTURE 
MENU flashes. Then click it. The first screen offers you six options: 

• Change the Printer Setup 

• Print a Page 

• Print a Banner 

• Print a Panel 

• Print a Photo 

• Return to PICTURE MENU 

The screen also displays the current printer information. Make sure this information is 
accurate before you print anything. If the information about your printing equipment 
is not correct, click the Change the Printer Setup option. 

Answer the questions carefully, and the computer will record the information. When 
you are registering printer setup information, you should not have a write-protect tab 
on your disk. As soon as you are through, however, you should put the write-protect 
tab back on your disk. Once you have set up your disk, you will not have to return to 
this section, unless you will be using different printer equipment. 
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To set up your printer initially, follow the appropriate instructions for your computer: 

Apple II+, //e, or lie 

1. Make sure the Master Program disk is in the disk drive. 

2. Select the type of printer you are using. Move the cursor to scroll down the list of 
printers until you come to your printer type. When it is highlighted, click it. 

3. Click to indicate whether your setup requires an automatic linefeed. If your printer 
overprints on the same line, a linefeed is necessary. If your printer double spaces 
the printout, a linefeed is not necessary. Select the default if you're not sure. 

4. Move the cursor so that your printer interface card slot number is highlighted. (If 
you have an Apple lie, the program will select the proper slot automatically.) 

5. Move the cursor to scroll down the list of interface cards. When the interface card 
you are using is highlighted, click it. If your card is not listed, click the Apple 
parallel card. (If you have an Apple lie, the program will automatically select the 
serial port.) 

IBM PC, PCjr, or Tandy 1000 

1. Make sure the Master Program disk is in the disk drive. 

2. Select the type of printer you are using. Move the cursor to scroll down the list 
until you come to your printer type. When the printer you are using is highlighted, 
click it. 

3. The printer information will be stored on disk automatically. 

NOTE: This program supports the IBM parallel interface. 

Commodore 64 or 128 

1. Make sure the Master Program disk is in the disk drive. 

2. To select the type of printer you are using, move the cursor down the list of printers 
until you come to your printer type. When it is highlighted, click it. 

3. To select the type of interface card you are using, move the cursor down the list of 
interface cards until you come to your type. When it is highlighted, click it. 
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Printing 

Now that you have set up the printing requirements, you are ready to print your work. 
If you want to print a page, move the cursor so that the box containing the Print Page 
option is flashing. Then click it. 

If you want only to print out a banner, photo, or panel, click one of those options. 
Then insert the data disk that contains the files you want to print. The program will 
search the disk for the appropriate files (page, panel, banner, or photo). The screen 
will display only titles of that type. Use the cursor to move the selector bar down the 
list of titles until you reach the one you want to print. When it is highlighted, click it. 

Make sure that paper of the proper size is in the printer. Click OK, and watch the 
presses roll! 

Printer Checklist 

If the printer fails to print your newspaper or does not print it properly, you may have 
entered incorrect information during the setup process. Double-check that 
information. You also should go through the following checklist: 

1. Make sure the Master program is configured properly. 

2. Make sure the power cable is connected. 

3. Make sure the printer cable is connected. 

4. Make sure the printer cable switch is on. 

5. Make sure the printer paper is properly positioned. 

6. Make sure the printer is on-line (selected). 

7. Make sure the printer's removable top (if there is one) is firmly in place. 

8. Make sure the DIP switches are set properly. 

9. Always turn the printer off to clear the buffer between printing attempts, especially 
if the printer setup has been changed. 
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THE WIRE SERVICE 


The Wire Service area in The Newsroom is an optional feature that allows you to use 
a modem to transmit any information that you have created. Using the Wire Service, 
students can communicate with other students on different computers in different 
locations. 

The Wire Service allows you to send information to and receive information from 
previously incompatible computers. For example, a photo might be created on an 
Apple lie and then sent to an IBM PC, where text would be added to create a panel. 
The IBM PC might then send this panel to a Commodore 64, where the panel is 
added to a page. Finally, the Commodore 64 could send this page to a PCyrfor last- 
minute editing. Regardless of the type of machine, the photos and text will be 
identical. That’s because the Wire Service allows each computer to understand the 
other. 

When you want to use the Wire Service, move the cursor so the Wire Service option 
is flashing on the PICTURE MENU. Click it, and a screen offering four options will 
appear: 

• Change Modem Setup 

• Receive Data 

• Send Data 

• Return to PICTURE MENU 

You will also see the current modem setup on the screen. Before transmission 
begins, both sender and receiver must agree on the transmission baud rate. (If you 
have an Apple or a Commodore computer, you will set the baud rate before each 
transmission. If you have an IBM, you will set the baud rate during the "Change 
Setup" section.) 

If you need to alter the setup data, move the cursor so that the first option (Change 
Modem Setup) is flashing. Click it, and follow the screen instructions carefully. Make 
sure all the information is exact. If you do not include the proper information, the 
transmission may freeze, and you will have to begin again. 

Because the computer needs to write (save) this new modem information on the disk, 
you should not have a write-protect tab on your disk at this time. When the computer 
has finished saving the setup, you can put the write-protect tab back on. 
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Receiving Information 

When you want to receive information from another computer, move the cursor so that 
the second option (Receive Information) is flashing, then click it. If you are using an 
Apple or a Commodore computer, the screen will ask you at what baud rate you will 
be transmitting information. You have a choice of 300 or 1200. Make sure that both 
computers are set at the same baud rate, and click the appropriate choice. (If you 
have an IBM computer, you will indicate the baud rate in the "Change Setup" 
section.) 

Next, the program will ask you to insert a data disk that will store the information that 
is coming over the line. Once you insert a data disk into the drive, click OK. The 
computer will tell you it is waiting for a call. 

At this point, the transmission process has almost begun. If you want to cancel at any 
time, press the Esc key. 

Follow the screen instructions carefully. The program will let you know when the 
transmission is in progress, and when the transmission has been completed. 

If something goes wrong with the transmission process, the computer will tell you that 
it has cancelled the procedure. There are many different conditions that could cause 
the transmission to malfunction: a phone might be knocked out of its cradle, an 
incoming call might be picked up on the modem's line, etc. If the computer tells you 
that the transmission was cancelled, you should check the equipment of both sender 
and receiver. Then try again. Most often, transmissions will be cancelled because of 
line interference. Transmission at 300 baud, though slower, is usually more reliable. 
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Sending Information 

The process of sending information using the Wire Service is very similar to that of 
receiving it. Begin by clicking the third option, Send Data. The first screen will ask 
you what type of file you want to send: a Page, Banner, Panel, or Photo. Make sure 
you have a data disk containing the information that you want to send in the drive. 

To indicate what title you want to send, move the cursor down the list of titles. When 
the one you want is highlighted, click it. The computer will guide you through the rest 
of the procedure, just as it does when you are saving information. 

Follow the screen instructions carefully. The program will let you know when to dial 
or answer the phone, when a connection has been established, when the 
transmission is in progress, and when the transmission has been completed. 

If something goes wrong with the transmission process, you will be told that the 
computer has cancelled the procedure. There are many different things that could 
cause the transmission to malfunction: a phone might be knocked out of its cradle, an 
incoming call might be picked up on the modem's line, etc. If the computer tells you 
that the transmission was cancelled, you should check the equipment of both sender 
and receiver. Then try again. 

Once you have transmitted your information successfully, you can return to the 
PICTURE MENU. Click the fourth option (Return to Menu), and continue with the 
creation of your newspaper. 
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TUTORIAL 


This section leads you through the steps involved in preparing a front page for a 
sample newspaper. Here's the sample front page you'll create: 
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Created by the Students 
and Faculty of PHS 


December 18, 1985 




Brand New Software 
Computerizes Newspaper 

The PHS Newspaper finally entered 
the computer age with a little help 
from The Newsroom," a computer soft¬ 
ware 
pac¬ 
kage. 

"This 
means 
we can 
put 
the 
whole 
paper 
on 

disk," _ 

said Tim Hadley, editor of the award- 
winning monthly paper. "Everything 
from copy to illustrations to 
advertisements can Jbe laid out with 
the "Newsroom." 

A special feature is the Wire Service 
that lets information from one 
computer be transmitted to another 
computer with the aid of a modem. 

This is especially handy if one of 
our reporters is working at home," 
explained Hadley. 

Hadley also said that there is a good 
chance that The Parkside High School 
Times will be published twice a 
month now that they have gone "on¬ 
line." 

Parkside Panthers Punish 
Poor, Poor Pirates 

The Parkside Panthers dealt the 
Riverside Pirates a 21-7 loss and kept 
alive hopes of repeating last year's 
champion 
season. 




Nominations for Student 
Council Begin This Week 

If you are 
interested in 
serving on 
the Student 
Council, make 
sure you 
hand, in your 
Nomination 
Paper by 
December 21. 

Five members 
of each class 
will be 
chosen. 

<cont. on p.3) 

Murals Brighten Boring 
South Hall Annex Walls 


Move over 
Museum of Fine 
Arts. You've got 
very strong 
cony>etition from 
PHS^ South Hall. 

"We noticed how 
drab the Hall 
walls were," said 
Meg Lagart, a 
senior. "And we 
wanted to jazz 
them up." 

Ten seniors and Mrs. Lisat, an art 
teacher, grabbed paints and brushes 
and began to create a mural 
depicting life at Parkside. 

Already, there are designs of people 
walking to class and sitting out in 
the courtyard. Future pictures will 
include sports scenes such as last 
year's championship football game. 

The ten students are creating the 
mural as part of their Senior 
Independent Project. 

"We hope to have it finished by 
spring so that we will have a few 
monts to enjoy it before we 
graduate," concluded Lagart. 

"The colors are just so pretty." 



If you follow all the directions, you will end up with a sample page that you can use as 
a guide when you develop your own newspaper. You will also become familiar with 
the major functions and features of The Newsroom. 


Tutorial 55 




The tutorial includes five separate steps: 

1. Creating a Banner 

2. Choosing Pictures in the Photo Lab 

3. Typing Stories and Creating Panels at the Copy Desk 

4. Designing the Page in the Layout Area 

5. Printing the Page at the Printing Press 

You don’t have to finish all five steps in one session at the computer. For example, 
you could start with the first three steps: creating a banner, developing pictures, and 
typing stories. Then, at your next computer session, you could complete the final 
steps: designing the page and printing out a copy. Just be sure to save all of your 
work at the end of each session. 
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GETTING STARTED 


Before you begin working with The Newsroom, make sure that you have a Newsroom 
Master Program disk and a Clip Art disk. You should also have at least one formatted 
data disk. It's highly recommended, though, that you have two data disks: one to 
store your banners, photos, and panels, and another to store your page layouts. 

Label them clearly so that you can identify them when you need to save or load 
information. If you do not have these disks, ask your teacher for help, or see page 11 
in the Reference Guide section of this handbook. 

Now you are ready to load the program in the computer. The loading instructions 
differ depending on what type of computer you have. Follow the instructions for your 
computer listed below. 

Apple Computers 

Make sure your computer is turned off. If you are using a joystick, Koalapad, or 
AppleMouse, connect it to the proper port at the back of your computer. Then insert 
The Newsroom Master Program disk in the disk drive. If you are using two drives, 
place the Master Program disk in Drive 1. Hold the disk by the label as you slide it in, 
and make sure that the label side faces up. Turn on your computer and monitor or TV 
set. In just a few seconds, you will see the title screen and then the PICTURE MENU. 

Once the PICTURE MENU appears, jump ahead to the Moving the Cursor section 
that begins on page 58. 

Commodore 64/128 

Make sure your computer and disk drive are turned off. If you are using a joystick or 
Koalapad, connect it to the proper port at the back of your computer. Turn on the disk 
drive and the TV or monitor. Then turn on the computer. You will see a READY 
command and a flashing square cursor on the screen. (On the Commodore 128, you 
must type GO 64 and press Return.) 

When the red light on the disk drive goes off, insert The Newsroom Master Program 
disk into the drive. Hold the disk by the label as you slide it in, and make sure that the 
label side faces up. Close the disk drive door. Then type: 

LOAD "*",8 

Type the command exactly as it is shown, and then press Return. When the word 
READY reappears on the screen, type RUN and press Return. 

The disk drive will make some whirring and clicking noises. In a few seconds, you 
will see the title screen and then the PICTURE MENU. 
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Once the PICTURE MENU appears, jump ahead to the Moving the Cursor section 
that follows. 

IBM PC, PCjr, or Tandy 1000 

Make sure that you are using a copy of The Newsroom that already has DOS 
installed on it. (Your teacher should have a copy.) At this point, your computer 
should be turned off. If you are using a joystick or Koalapad, connect it to the proper 
port at the back of your computer. Then insert The Newsroom Master Program disk 
into the disk drive. If you are using two disk drives, insert the Master Program disk in 
Drive 1 (the drive on the left). Hold the disk by the label as you slide it in, and make 
sure that the label side faces up. Turn on your computer and monitor or TV set. In 
just a few seconds, you will see the title screen and then the PICTURE MENU. 

Once the PICTURE MENU appears, move on to the Moving the Cursor section that 
follows. 

Moving the Cursor 

Before you begin to use The Newsroom, you must know how to move the cursor. You 
will move around The Newsroom by using the cursor to select different options. At 
different times, the cursor will appear as a small arrow, a square block, a hand, a 
blinking box outline, or a drawing shape. 

The joystick, Koalapad, AppleMouse, and keyboard all handle cursor movement in a 
slightly different manner. Follow the directions for whichever device you are using. 

Joystick 

Position the joystick so the cursor moves up when you push the stick forward, down 
when you push the stick back, left when you push the stick to the left, and right when 
you push the stick to the right. To make a selection, pick something up, or drop 
something in place, press the joystick button. To use any of the drawing tools, hold 
down the button as you draw. 

Koalapad or AppleMouse 

Position the Koalapad or AppleMouse so the cursor moves up when you draw or 
move up, down when you draw down, left when you draw to the left, and right when 
you draw to the right. To make a selection, to pick something up, or to drop 
something in place, press the button. If you want to use any of the drawing tools, 
hold down the button as you draw. 
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Keyboard 

If you are using the keyboard, press the following keys to control the cursor: 

• Apple 11+ - Hold down the Ctrl key and press the I, J, K, or M key to move the cursor 
up, down, right, or left. Press the Esc key to select something, pick something up, 
or drop something off. When you want to draw, hold down the Esc key as you 
move the drawing tool. 

• Apple lie, lie - Use the up, down, right, and left arrow keys to move the cursor. 

Press one of the Apple keys ( 4 ) to select something, pick something up, or drop 
something off. When you want to draw, hold down the Open or Closed Apple key. 

• IBM PC, PCjr - Use the up, down, right, and left arrow keys to move the cursor. 
Press the Alt key to select something, pick something up, or drop something off. 
When you want to draw, hold down the Alt key as you move the drawing tool. 

• Commodore 64/128 - Use the up, down, right, and left arrow keys to move the 
cursor in the desired direction. Press the Commodore key ( c= ) to select 
something, pick something up, or drop something off. When you want to draw, 
hold down the Commodore key as you move the drawing tool. 

When you move the joystick, draw with the Koalapad or AppleMouse, or press any of 
the arrow keys, you will see the different options flash or become highlighted. 

Selecting ("Clicking”) an Option 

To select an option, make sure the cursor is on top of the icon or option that you want. 
Then press and release the button on your mouse, joystick, or Koalapad. If you are 
using the keyboard, press and release the proper key. 

From now on, these two steps will be referred to as "clicking." For example, when you 
read "Click the Crayon icon," it means to select the Crayon icon by moving the cursor 
to it, and then pressing and releasing the button on the mouse, joystick, or Koalapad. 
If you are using the keyboard, press and release the proper key. 

Now that you know how to move the cursor and "click" an option, you're ready to 
create a sample front page. 
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1. CREATING A BANNER 


First, you’ll need to create a banner that identifies your paper. Your sample 
newspaper will be called The Parkside High School Times. 


THE 

NEWSROOM 

1 *84 iPP IMijBOhPD r-UF T WhPE 



After you load The Newsroom, you’ll see the PICTURE MENU. Move the cursor so 
that the Banner icon in the lower left corner of the PICTURE MENU is flashing. Then 
click it. In a moment, the Banner work area will appear. Notice the column of icons 
(pictures) located to the left of the work area. 
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1. Move the cursor over to the column of icons. You will notice that the cursor turns 
into a small arrow. Move the cursor so the arrow is next to the Crayon icon. 

Click it. In a moment, the Graphic Tools window will appear. 


Graphic Tools 


Line Lines Circle Box Dram Erase 
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Large Fonts 
r SERIF 



Small Fonts 


I I SERIF I 

1 1 SOWS SERIF I 



2. Select the English type style for typing your newspaper's name. Move the cursor 
so the box containing the word English under the Large Fonts category is 
flashing. Click it, and a small triangle will appear in the box. The triangle tells 
you that The Newsroom has registered your choice. Now, move the cursor over 
to the Exit option located on the lower right side of the screen. When it is 
flashing, click it. 

3. The Newsroom will return you to the Banner work area. Notice that the cursor is 
now a large block. Move the cursor to the upper left corner of the Banner work 
area, and click it to get into the text mode. Type: The Parkside. Press Return 
or Enter, and the cursor will be under the P. Type: High School. Press Return 
or Enter, and the cursor will be under the H. Type: Times. (Apple 11+ users must 
press Ctrl-R as a carriage return instead of Return or Enter.) 

4. When you are through typing, click to get out of text mode. Move the cursor to the 
Crayon icon. Click it again, and you will return to the Graphic Tools window. 

Move the cursor to the Sans Serif option in the Small Fonts section, and click it. 
You will use the small sans serif font to type the slogan in your banner. Move the 
cursor to the Exit option, and click it again. 

5. Once you click Exit, the program will return you to the Banner work area. This 
time, your cursor is a small block. Move the cursor so it is underneath the T in 
"Times." Click the cursor to enter the text mode again. 

6. Type Created by the Students and press Return or Enter. Now type and 
Faculty of P.H.S. (If you have an Apple II+, remember to press Ctrl-R as a 
carriage return, not the Return key.) 

7. Press the Return or Enter key twice, and type December 18, 1985. 
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8. When you are through typing, click the selection button or key again and move 
the cursor to the Crayon icon. Click it, and you will return to the Graphic Tools 
window. This time, you'll select a box to put around the date in your banner. 
Move the cursor so the Box option is flashing, and click it. Next, move the cursor 
so that the pen farthest to the left is flashing, and click it. Then move the cursor to 
the Exit option, and click it. 

9. Back at the Banner work area, move the cursor so it is above the upper left 
corner of the D in "December". Click it. Move the cursor diagonally down and 
across the December 18, 1985. A box will appear. Position the box so it 
surrounds the date. Then lock the box in place by clicking it. 

10. Now it’s time to add a picture to your banner. Move the cursor over to the 
column of icons until it is alongside the Clip Art icon. If you have two disk drives, 
make sure that the Clip Art disk is in Drive 2. If you are using an Apple or 
Commodore version of the program, Side 2 of the Clip Art disk should be facing 
up. If you have one drive, take The Newsroom Master Program disk out of the 
drive, and insert the Clip Art disk. Then click the Clip Art icon. 

11. A list of the clip art titles on the disk will appear. Move the selector bar down the 
list until you come to Trees 2. When Trees 2 is highlighted, click it. A page 
containing several trees will appear. Move the cursor (which is now a little hand) 
onto the pine tree in the middle of the page. Then click it. 

12. The program will bring you back to the Banner work area. Use the cursor to 
move the tree around the Banner work area so that it fits in the space to the right 
of the text. When it is where you want, click it to drop it in place. Once you drop it, 
you will see a duplicate image of the tree. If you had wanted two trees to appear 
on your banner, you could drop this second tree, too. Because you only want 
one tree in the sample newspaper, simply move the second tree off to the left 
side of the screen and it will disappear. At this point, if you are using one disk 
drive, put The Newsroom Master Program disk back in the drive. 

13. To save your work, move the cursor next to the Disk icon, and click it. When a 
new list of options appears, move the cursor so the Save box is blinking. If you 
have two disk drives, put the data disk in Drive 2. If you have one disk drive, 
replace the Master Program disk with the data disk. If you don't have a data disk 
for saving your banner, ask your teacher. Click the Save box, and type in 
BANNER1 when The Newsroom asks you to name the banner. Then press 
Return or Enter. 


Once your banner is saved, The Newsroom will bring you back to the Banner work 
area. 
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The banner that you created should look like this: 


tKroieg 

Created by the Students 
and Faculty of PHS 


December 18, 1985 



Admire your work for a moment, then move the cursor so it is beside the Menu icon at 
the bottom of the column of icons. Click it twice, and the program will bring you back 
to the PICTURE MENU. You're now ready for the next step - choosing pictures in the 
Photo Lab. 
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2. CHOOSING PICTURES IN THE PHOTO LAB 


At the PICTURE MENU , move the cursor so that the Photo Lab icon located in the 
upper left corner of the screen is flashing. Click it. The Photo Lab screen will appear. 



The Photo Lab screen looks a lot like the Banner work area, except that the work area 
itself is bigger in the Photo Lab. You'll use the Photo Lab to choose some pictures for 
your sample front page. 

1. Put the Clip Art disk in the disk drive. (If you have two drives, put the Clip Art disk 
in Drive 2.) If you have a Commodore or an Apple computer, make sure that the 
Side 2 label on the Clip Art disk is facing up. Click the Clip Art icon, and the 
screen will show a list of Clip Art titles. Move the selector bar down the list until 
you reach Workers 2. When Workers 2 is highlighted, click it. A page of art - the 
Workers 2 page - will appear. 

2. When the Workers 2 photo page appears, move the cursor (which is now a little 
hand) onto the Woman Painting. Click it. The screen will change, and the Woman 
Painting will appear in the Photo Lab work area. Use the cursor to position it so 
that the entire image is in the work area. Click it again to lock the picture in place. 

3. Now you must define - or set the boundaries of - the Woman Painting picture. 
Move the cursor over to the column of icons, and click the Camera icon located 
near the bottom of the column. The camera will flash. Move the cursor to the left, 
uppermost corner of the photo, and click it. Continue to move the cursor 
diagonally until the entire image is contained within the frame that will appear. 

Now that the boundaries are set, click the picture. The picture will appear in 
inverse momentarily, and the outline will flash. This means that you have just 
"defined" the photo. In this example, you chose to use the whole photo without 
cutting (or "cropping") it. 

4. You must save the photo you've selected and defined. Move the cursor to the 
column of icons until it is next to the Disk icon. Click it. A new list of options will 
appear. Move the cursor so that the Save box is flashing, and then click it. 
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If you have two drives, take out the Clip Art disk and place the data disk that you 
want to use to save your photos in Drive 2. If you have one drive, take out the 
Master Program disk and insert the data disk. If you don't have a data disk for 
saving your photos, ask your teacher. 

When The Newsroom asks you for a name for this Photo, type Painting. Then 
press Return or Enter. 

When the program has saved your photo, it will bring you back to the Photo Lab 
work area. Move the cursor over to the Trash Can icon, and click it twice to clear 
the screen. 

In Steps 5 to 10, you'll follow the same procedure to select, define, and save more 
pictures for your sample front page. In Steps 11 to 21, you'll learn a shortcut that 
will help you save time in loading, defining, and saving photos. 

5. Now you'll select and define the second photo for your sample front page. Take 
the data disk with your photos saved on it out of the drive, and replace it with the 
Clip Art disk. Remember, if you have a Commodore or an Apple computer, make 
sure that Side 2 of the Clip Art disk is facing up. Click the Clip Art icon, and the 
screen will show a list of the clip art titles. Move the selector bar down the list until 
you reach Misc 4. When Misc 4 is highlighted, click it. 

6. The page with the Misc 4 art will appear on your screen. Move the cursor onto the 
Man Standing on the Soap Box. Click it. The picture will appear in the Photo Lab 
work area. Position it so that the entire image is in the work area. Click it again to 
lock the picture in place. 

7. Now, define the photo. Move the cursor over to the column of icons, and click the 
Camera icon located near the bottom of the column. The camera will flash. Move 
the cursor to the left uppermost corner of the photo, and click it. Continue to move 
the cursor diagonally until the entire image is contained within the frame. Now 
that the boundaries are set, click the picture. The picture will appear in inverse 
momentarily (which means that you have just defined a photo), and the outline will 
flash. 

8. To save this photo, move the cursor to the column of icons until it is next to the 
Disk icon. Click it. Now, move the cursor so that the Save box is flashing, and 
click it. 

If you have two drives, remove the Clip Art disk from Drive 2 and replace it with the 
data disk you are using to store your photos. If you have one drive, take out the 
disk that is in the drive, and replace it with the data disk. 

9. The Newsroom will ask you to type a name for your photo. Type SoapBox, and 
press Return or Enter. 
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10. Once The Newsroom has saved your photo, the program will return you to the 
Photo Lab work area. Move the cursor over to the Trash Can icon, and click it 
twice to clear the screen. 

11. In Steps 1 through 10, you defined and saved photos for your front page, 
working with one photo at a time. In Steps 11 to 20, you'll save some disk 
swapping by working with two photos at the same time. You'll load both photos 
into the Photo Lab work area, and then define and save each one individually. 
Note that you can do this only when both photos will fit in the work area at the 
same time. 

12. Take the data disk out of the disk drive, and replace it with the Clip Art disk. (If 
you have two drives, put the Clip Art disk in Drive 2.) If you are using a 
Commodore or an Apple computer, make sure that Side 2 of the Clip Art disk is 
facing up. Click the Clip Art icon, and the screen will show a list of clip art titles. 
Move the cursor down the list until Men 3 is highlighted. Click it. A page of art - 
the Men 3 page - will appear. 

13. Move the cursor (which is now a small hand) onto the Man with Computer. Click 
it. The screen will change, and the Man with Computer will appear in the Photo 
Lab work area. Use the cursor to position it so that the entire image is in the 
work area. Click again to lock the picture in place. 

14. Now, you will select your fourth and final picture for the sample page. The Clip 
Art disk should still be in the disk drive. Click the Clip Art icon, and the screen 
will show a list of clip art pages. Move the selector bar down the list until you 
reach Sports 1. When Sports 1 is highlighted, click it. 

15. When the Sports 1 clip art page appears on your screen, move the cursor (the 
small hand) onto the Football Player. Click it. That picture will now appear in 
the Photo Lab work area. Position it underneath the Man with Computer image 
so that both images are in the work area. Click it again to lock the picture in 
place. (If you need to pick up either image again to fit both images in the work 
area, select the Crayon icon. This will return you to the Graphic Tools area, 
where you can choose the Hand icon to move the image.) 

16. Now, you will define and save the pictures. First, you'll define the Man with 
Computer picture. Move the cursor over to the column of icons, and click the 
Camera icon located near the bottom of the column of icons. The camera will 
flash. Move the cursor to the uppermost corner of the Man with Computer 
photo, and click. Continue to move the cursor diagonally until the entire image 
is contained within the frame that will appear. Now that the boundaries are set, 
click. The picture will appear in inverse momentarily, and the outline will flash. 
This means that you have just "defined" the Man with Computer photo. 
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17. You must save this photo now. Move the cursor to the column of icons until it is 
next to the Disk icon. Click it. A new list of options will appear. Move the cursor 
so that the Save box is flashing, and click it. 

If you have two drives, take out the Clip Art disk and insert the data disk you are 
using to store your photos in Drive 2. If you have one drive, take out the disk that 
is in the drive and insert the data disk. The Newsroom will ask you to name your 
photo. Type Computer. Then press Return or Enter. 

Once The Newsroom has saved your photo, you will return to the Photo Lab 
work area with both the Man with Computer and the Football Player images on 
it. In Steps 18 to 20 you will repeat the same procedure to save the Football 
Player image. 

18. Move the cursor over to the column of icons, and click the Camera icon located 
near the bottom of the column of icons. The camera will flash. Move the cursor 
to the uppermost corner of the Football Player photo, and click it. Continue to 
move the cursor diagonally until the entire image is contained within the frame. 
Now that the boundaries are set, click the picture. The picture will appear in 
inverse for a moment, and the outline will flash. This tells you that you have just 
defined a photo. 

19. To save this photo, move the cursor to the column of icons until it is next to the 
Disk icon. Click it. Now, move the cursor so that the Save box is flashing, and 
click it. (The data disk you are using for storing your photos should still be in the 
disk drive.) 

20. When The Newsroom asks you for a name for your photo, type Football, and 
press Return or Enter. 


Once The Newsroom has saved your photo, the program will return you to the Photo 
Lab work area. You have now selected, defined, and saved four photos for your 
sample front page. Next, you'll move on to the Copy Desk area, where you'll type 
the copy (words) for your front page. 

To leave the Photo Lab work area, move the cursor over to the Menu icon at the 
bottom of the column of icons. Click it twice, and you will find yourself back at the 
PICTURE MENU. 
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3. TYPING STORIES AND CREATING PANELS 
AT THE COPY DESK 


Move the cursor so that the Copy Desk icon in the PICTURE MENU is flashing. Click 
it to go to the Copy Desk work area. Notice the column of icons displayed at the left. 

r 


l 

The Copy Desk is where you type the text for your articles, including the headlines. 
The Copy Desk is also where you combine the text of your articles with the pictures 
you developed in the Photo Lab. The result is a series of "panels" that contain text, 
pictures, or text and pictures. You'll create six separate panels. Later, at the Layout 
area, you'll combine the panels (and the banner you designed in Section 1) to create 
your sample front page. 

The six panels that you'll create in this section of the tutorial are shown on page 69. 



68 Tutorial 





Panel 1 


Panel 4 


Brand New Software 
Computerizes Newspaper 


The PHS Newspaper finally entered 
the computer age with a little help 
from "The Newsroom," a computer soft¬ 
ware 
pac¬ 
kage. 

This 
means 
we can 
put 


put 

the 


whole 

paper 

on 

disk," 



Nominations for Student 

Council Begin 

This Week 

If you are 
interested in 
serving on 

3rV 


the Student 

Council, make 



sure you 
hand in your 
Nomination 



Paper by / C 

December 21. 

Five members * 

of each class 
will be 
chosen. 

n 

mm 

<cont. on p.3) 

1 / 


Panel 2 


Panel 5 


said Tim Hadley, editor of the award¬ 
winning monthly paper. "Everything 
from copy to illustrations to 
advertisements can Jbe laid out with 
the "Newsroom." 


A special feature is the Wire Service 
that lets information from one 
computer be transmitted to another 
compute!* with the aid of a modem. 


This is especially handy if one of 
our reporters is working at home," 
explained Hadley. 


Hadley also said that there is a good 
chance that The Farkside High School 
Times will be published twice a 
month now that they have gone "on¬ 
line." 


Murals Brighten Boring 

South Hall Annex Walls 


Move over 

Museum of Fine 

Arts. You've got 

■H& 

very strong 

J competition from 

< PHS’s South Hall. 


"We noticed how 
dr&Jb the Hall 
'tea i walls were," said 

JhA Meg Lagart, a 

Ix/THf senic-r. "And we 
iTI wanted to jazz 
them up." 


Panel 3 


Panel 6 


Parkside Panthers Punish 

Poor, Poor Pirates 


Ten seniors and Mrs. Lisat, an art 
teacher, grabbed paints and brushes 
and began to create a mural 
depicting life at Parkside. 

The Parkside Panthers dealt the 

Riverside Pirates a 21-7 loss and kept 
alive hopes of repeating last year's 
champion 
season. 

# I 1 ' ^ *>»■«*. 


Already, there are designs of people 
walking to class and sitting out in 
the courtyard. Future pictures will 
include sports scenes such as last 
year's championship football game. 



The ten students are creating the 
mural as part of their Senior 

Independent Project. 

NJ 2«£<5r--'' final More 

Gordon 

Hewlitt 


"We hope to have it finished by 
spring so that we will have a few 
monts to enjoy it before we 
graduate," concluded Lagart. 

<cont. p.2) 


“The colors are just so pretty." 
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Creating Panel 1 

1. Move the cursor so that the arrow is next to the Disk icon. Click it. If you have 
two disk drives, put the data disk on which your photos are stored (the data disk 
you used in the Photo Lab) in Drive 2. If you have one disk drive, remove The 
Newsroom Master Program disk, and insert the data disk on which your photos 
are stored. 

2. You will want to illustrate your first article with a photo from the disk. Move the 
cursor so that the Load Photo box is flashing. Click it. A list of the photos on the 
disk will appear. Move down the list of photo titles until the selector bar is over 
the word Computer. When Computer is highlighted, click it. 

3. The Newsroom program will return you to the Copy Desk work area. You will be 
"carrying" the outline of the photo. Move the outline so that the lower right 
corner of the photo is tucked into the lower right corner of the work area. Lock 
the photo in place by clicking it. The photo of the Man with Computer will now 
appear. 

4. Now, you'll select a font (type style) for the headline for your article. Move the 
cursor so that it is next to the Font icon. Click it. As you will see, the font options 
are the same as the ones available in the Graphic Tools window. Move the 
cursor so that the Large Serif option is flashing. Click it. 

5. Type your headline. Move the cursor into the upper left corner of the panel. 
When you begin to type, it will turn into a block. Very important: As you begin to 
type, do not hit the Return key. The program automatically breaks your copy 
when you need to start a new line. Type: 

Brand-New Software Computerizes Newspaper 

6. Next, you'll select the font for the body of your article. Move the cursor so that it 
is next to the Font icon again. Click it. This time, move the cursor so that the 
Small Serif option is flashing, and click it. 

7. Move the cursor underneath the headline you just typed. Before you begin to 
type, press Return or Enter to place an extra line of white space between the 
headline and the body copy. Now you will type the story. Type: 

The PHS newspaper finally entered the computer age with a little 
help from "The Newsroom," a computer software package. 

Notice where the words break to "wrap around” the picture. Press Return or 
Enter twice. (Apple 11+ users: press Ctrl-R.) Then type: 

"This means we can put the whole paper on disk," 
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8. You've reached the bottom of the panel. At this point, you must save the panel. 
Move the cursor arrow to the column of icons. When it is next to the Disk icon, 
click it. When a new list of options appears, move the cursor so the Save Panel 
option is flashing. If you have two disk drives, place the data disk on which you 
want to save you panel in Drive 2. If you have one disk drive, replace the Master 
Program disk with the data disk in Drive 1. 

NOTE: You can store the panel on the same data disk that you've saved your 
banner and photos on. 

9. Click the Save Panel box. When the program asks you to name your panel, type 
NEWSRM1, and press Return or Enter (or Ctrl-R on the II+). 

10. Now you are back at the Copy Desk work area. Clear the screen by moving the 
cursor to the Trash Can icon. Click it twice, and move to the next panel. 

Creating Panel 2 

1. In this panel, you will continue the story you started in Panel 1. Move the cursor so 
that it is next to the Font icon again. Click it. This time, move the cursor so that the 
Small Serif option is flashing. Click it. Move the arrow onto the work area. As 
you begin to type, the text will automatically start in the upper left corner of the 
panel. Type: 

said Tim Hadley, editor of the award-winning monthly paper. 
"Everything from copy to illustrations to advertisements can be laid 
out with The Newsroom'." 

When you are finished typing, press Return or Enter twice. (Apple 11+ users: press 
Ctrl-R.) Then type: 

A special feature is the Wire Service that lets information from one 
computer be transmitted to another computer with the aid of a 
modem. 

Press Return or Enter twice. (Apple 11+ users: press Ctrl-R.) Then type: 

"This is especially handy if one of our reporters is working at home," 
explained Hadley. 

Press Return or Enter twice. (Apple 11+ users should press Ctrl-R.) Then type: 

Hadley also said that there is a good chance the Parkside High 
School newspaper will be published twice a month now that it has 
gone "on-line." 

When you finish typing, press Return, Enter, or Ctrl-R twice. 


Tutorial 71 



2. Now that you have finished typing your second panel, you must save it. Move the 
cursor arrow to the column of icons. When it is next to the Disk icon, click it. Then 
move the cursor so the Save Panel option is flashing. If you have two disk drives, 
insert your data disk in Drive 2. If you have one disk drive, replace the Master 
Program disk with the data disk in Drive 1. 

3. Click the Save Panel box. When The Newsroom asks you to name the panel, type 
the name NEWSRM2, and press Return or Enter. The program will save your 
panel. 

The program will bring you back to the Copy Desk work area. Clear the screen by 
moving the cursor to the Trash Can icon. Click it twice. Now you're ready to begin 
a panel for another story. You'll follow the same steps. You'll get a photo for your 
story, type the headline and body of your story, and then save the picture and text 
under a new panel name. 

Creating Panel 3 

1. To begin creating your next panel, move the cursor so the arrow is next to the 
Disk icon. Click it. If you have two disk drives, insert the data disk on which you 
have stored your photos in Drive 2. If you have one disk drive, remove The 
Newsroom Master Program disk and insert the data disk. 

2. Move the cursor so the Load Photo box is flashing. Click it. When the list of 
photos on the disk appears, move down the list until the selector bar is over the 
title Football. When Football is highlighted, click it. 

3. The Newsroom program will return you to the Copy Desk work area. You'll be 
"carrying" the outline of the photo. Use the cursor to move the outline so that the 
lower left corner of the photo is tucked into the lower left corner of the work area. 
Lock it in place by clicking it. Once you do, the photo of the Football Player will 
appear. 

4. Now get ready to type the headline of this article. Move the cursor so that it is 
next to the Font icon. Click it. As you will see, the font options are the same as 
those available in the Graphic Tools window. Move the cursor so the Serif 
option is flashing and click. 

5. Move the cursor onto the work area. Begin to type, and your headline will 
automatically position itself in the upper left corner of your panel. Type this as 
your headline: 

Parkside Panthers Punish Poor, Poor Pirates 

6. Now that you have your headline in large serif type, get ready to type the body of 
your article in the small serif font. Move the cursor so it is next to the Font icon 
again. Click it. This time, move the cursor so that the Small Serif option is 
flashing, and click it. 
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7. Type the first line of your article. Move the cursor to the end of the headline, and 
press Return or Enter twice. (Apple 11+ users: press Ctrl-R.) 

The Parkside Panthers dealt the Riverside Pirates a 21-7 loss and 
kept alive hopes of repeating last year's champion season. 

Press Return or Enter twice. (Ctrl-R on the Apple 11+.). Then type: 

"The game was a lot closer than the final score indicates," said 
Gordon Hewlitt. (cont. p.2) 

8. Now that you have finished typing your panel, you must save it. Move the cursor 
arrow to the column of icons. When it is next to the Disk icon, click it. Then 
move the cursor so the Save Panel option is flashing. If you have two disk 
drives, insert the data disk that you are using to store your panel in Drive 2. If 
you have one disk drive, replace the Master Program disk with the data disk in 
Drive 1. 

9. Click the Save Panel box. When the program asks you to name the panel, type 
PANTHERS and press Return or Enter. (On the Apple II+, press Ctrl-R.) 

10. Once you save your panel, The Newsroom will bring you back to the Copy Desk 
work area. Clear the screen by moving the cursor to the Trash Can icon. Click it 
twice. Now you're ready to begin the panel for another article. 

Creating Panel 4 

1. Once again, you'll start by selecting a photo to illustrate your story. Move the 
cursor so the arrow is beside the Disk icon. Click it. If you have two disk drives, 
place the disk on which you've stored your photos in Drive 2. If you have one 
disk drive, remove The Newsroom Master Program disk and insert the data disk. 

2. Move the cursor so the Load Photo box is flashing. Click it. When the list of 
photos appears, use the cursor to scroll down the list until the selector bar is over 
the title SOAPBOX. When SOAPBOX is highlighted, click it. 

3. You'll return to the Copy Desk work area "carrying" the outline of the photo. Use 
the cursor to move the outline so the lower right corner of the photo is tucked into 
the lower right corner of the work area. Then lock the outline in place by clicking 
it. The photo of the man on the soapbox will appear. 

4. Now get ready to type the headline for your article. First, move the cursor so that 
it is next to the Font icon. Click it. Then move the cursor so that the Serif option 
is flashing, and click it. 

5. Move the arrow cursor onto the work area. When you begin to type, your copy 
will automatically start in the upper left corner of your panel. Type this headline: 

Nominations for Student Council Begin This Week 
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6. Now choose the small serif font to type the body of your article. Move the cursor 
so that it is next to the Font icon again. Click it. This time, move the cursor so 
that the Small Serif option is flashing, and click it. 

7. Move the cursor to the end of the headline, and press Return or Enter twice. 
(Press Ctrl-R on the Apple II+.) Type: 

If you are interested in serving on the Student Council, make sure 
you hand in your Nomination Paper by December 21. 

Press Return or Enter twice. (Apple 11+ users: press Ctrl-R.) Then type: 

"Five members of each class will be chosen," (cont. on p.3) 

8. Now that you have finished typing your panel, you must save it. Move the cursor 
arrow to the column of icons. When it is next to the Disk icon, click it. Then, 
move the cursor so the Save Panel option is flashing. If you have two disk 
drives, insert the data disk on which you will store your panels in Drive 2. If you 
have one disk drive, replace the Master Program disk with your data disk in 
Drive 1. 

9. Click the Save Panel box. When the program asks you to name the panel, type 
COUNCIL, and press Return or Enter. 

10. Once you save your panel, The Newsroom will bring you back to the Copy Desk 
work area. Clear the screen by moving the cursor to the Trash Can icon. Click it 
twice. Now you're ready to begin a new panel. 

Creating Panel 5 

1. Move the cursor so the arrow is next to the Disk icon. Click it. If you have two 
disk drives, insert the data disk on which you have stored your photos in Drive 2. 
If you have one disk drive, remove The Newsroom Master Program disk and 
insert the data disk. 

2. Move the cursor so the Load Photo box is flashing. Click it. Scroll down the list 
of photo names until the selector bar is over the title PAINTING. When 
PAINTING is highlighted, click it. 

3. You'll return to the Copy Desk work area "carrying" the outline of the photo. Use 
the cursor to move the outline so that the lower left corner of the photo is tucked 
into the lower left corner of the work area. Lock it in place by clicking it. Once 
you do, the photo of the woman painting will appear. 

4. Now get ready to type the headline for this article. First, move the cursor so it is 
next to the Font icon and click it. Next, move the cursor so that the Serif option is 
flashing. Click it. 

5. Move the arrow cursor onto the work area. Begin to type, and the headline copy 
will automatically appear in the upper left corner of your panel. Type this 
headline: 

Murals Brighten Boring South Hall Annex Walls 
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6. Now choose the small serif font to type the body of your article. Move the cursor 
so that it is next to the Font icon again. Click it. This time, move the cursor so 
that the Small Serif option is flashing, and click it. 

7. Move the cursor to the end of the headline that you just typed, and press Return 
or Enter twice. (Ctrl-R on the Apple II+.) Type: 

Move over, Museum of Fine Arts. You've got strong competition 
from PHS's South Hall. 

Press Return or Enter twice. (Apple 11+ users: press Ctrl-R.) Then type: 

"We noticed how drab the Hall walls were," said Meg Lagart, a 
senior. "And we wanted to jazz them up." 

Press Return or Enter twice. (Apple 11+ users should press Ctrl-R). 

8. Now that you have finished typing your panel, you must save it. Move the cursor 
arrow to the column of icons. When it is next to the Disk icon, click it. Then, move 
the cursor so the Save Panel option is flashing. If you have two disk drives, 
insert the data disk you will use to store your panel in Drive 2. If you have one 
disk drive, replace the Master Program disk with the data disk in Drive 1. 

9. Click the save panel box. When the program asks you to name the panel, type 
MURAL1, and press Return or Enter. 

10. Once you save your panel, The Newsroom will bring you back to the Copy Desk 
work area. Clear the screen by moving the cursor to the Trash Can icon. Click it 
twice. Now you're ready to begin the final panel for your front page. 

Creating Panel 6 

1. In this panel you will continue the story you started in the Murall panel. Move the 
cursor so it is next to the Font icon. Click it. This time, move the cursor so that the 
Small Serif option is flashing, and click it. You will begin to type in the upper left 
corner of the panel. The cursor will automatically go to that spot. Type: 

Ten seniors and Mrs. Lisat, the art teacher, grabbed paints and 
brushes and began to create a mural depicting life at Parkside. 

Press Return or Enter twice. (On the Apple 11+ press Ctrl-R.) Then type: 

Already, there are designs of people walking to class and sitting out 
in the courtyard. Future pictures will include sports scenes such as 
last year's championship football game. 

Press Return or Enter twice. (Ctrl-R on the Apple II+.) Then type: 

The ten students are creating the mural as part of their Senior 
Independent Project. 
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Press Return or Enter twice. (Apple 11+ users: press Ctrl-R.) Then type: 

"We hope to have it finished by spring, so we will have a few months 
to enjoy it before we graduate," explained Lagart. 

Press Return or Enter twice. (On the Apple 11+ press Ctrl-R.) Then type: 

"The colors are just so pretty." 

2. Now that you have finished typing your panel, you must save it. Move the cursor 
arrow to the column of icons. When it is next to the Disk icon, click it. Then, move 
the cursor so the Save Panel option is flashing. If you have two disk drives, insert 
the data disk that you will use to store your panel in Drive 2. If you have one disk 
drive, replace the Master Program disk with your data disk in Drive 1. 

3. Click the Save Panel box. When the program asks you to name the panel, type 
MURAL2. Then press Return or Enter. 

4. Once you save the panel, the program will bring you back to the Copy Desk work 
area. You've now created all of the panels for your front page. If you have one 
disk drive, replace the data disk with The Newsroom Master Program disk. (If you 
have two disk drives, your Master Program disk should still be in Drive 1.) Move 
the cursor over to the column of icons. Position it next to the Menu icon, and click 
it twice. Once you do, The Newsroom will bring you back to the PICTURE MENU. 

With your banner, photos, and panels stored on your disk, you're ready to design 
your page in the Layout area. 
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4. DESIGNING THE PAGE IN THE LAYOUT AREA 


So far, you've created the banner and the panels for your sample front page. In the 
Layout area, you'll arrange those panels onto a page. 

1. Move the cursor in the PICTURE MENU so the Layout icon is flashing. Click it. 

2. Move the cursor so the first option (Layout page with banner) flashes. Click it, 
and a new screen will appear. 


1 

“1 


Layout page vith banner 


1 ■ 


Layout page without banner 


1 I 


Load page from disk 




Menu 


l 1 


3. The sample front page was designed to fit on letter-size (8-1/2 by 11 inches) 
paper. To indicate that you are printing on letter-size paper, click the first box. 

4. Now you will have to indicate which panel and banner titles will go in which 
locations. You won't actually see the panels move to the area on the page that 
you've selected, but The Newsroom program will remember what goes where. 

If you have two disk drives, insert the data disk on which your panels are stored 
in Drive 2. If you have one drive, replace the Master Program disk with the data 
disk. Move the cursor so the upper panel on the left side is flashing. Click it. 
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5. You will see a list of panel titles on the disk. Move the selector bar down the list 
until you come to the title NEWSRM1. Click it, and that story will be assigned to 
the upper left location on the page. 

In steps 6-10 you will repeat this process for all the other panels on the page. 

6. Move the cursor so the middle panel on the left side is blinking. Click it. 

You will see a list of panel titles on the disk. Move the selector bar down the list 
until you come to the title NEWSRM2. Click it, and that story will be assigned to 
the middle-left location on the page. 

7. To assign the next panel, move the cursor so that the lower panel on the left side 
is blinking. Click it. 

When the a list of panel titles appears, move the selector bar down the list until 
you come to the title PANTHERS. Click it, and that story will be assigned to the 
lower-left location on the page. 

8. Now move the cursor so the upper panel on the right side is blinking. Click it. 

Once again, you will see a list of panel titles on the disk. Move the selector bar 
down the list until you come to the title COUNCIL. Click it, and that story will be 
assigned to the upper-right on the page. 

9. Now assign another panel. Move the cursor so the middle panel on the right 
side is blinking. Click it. 

When the list of panel titles appears, move the selector bar down the list until you 
come to the title MURAL1. Click it, and that story will be assigned to the middle- 
right location on the page. 

10. Finally, move the cursor so that the lower panel on the right side is blinking. 

Click it. 

When the list of titles appears, move the selector bar to the title MURAL2. Click it, 
and that story will be assigned to the lower-right location on the page. 

11. Now that you've selected and positioned your story panels, you must do the 
same for your banner. Move the cursor so the banner panel at the top of the 
page is flashing. Then click it. 

12. You will see a list of banner titles on the disk. Move the selector bar down the list 
until you come to the title BANNER1. Click it, and the Parkside Times Banner will 
now be assigned to the banner position on this page. 

13. Now you are ready to save your page layout onto a data disk. Move the cursor 
to the Save option at the bottom of the page, and click it. 
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14. It's a good idea to store your page layouts on a different data disk than the one 
you used to store your photos, panels, and pages. Replace the data disk on 
which you stored your banner (the disk that is in the drive) with a new one to 
store your pages. Ask your teacher if you need help getting a new disk. When 
the program asks you to name this page layout, enter the name FPAGE (for front 
page), and press Enter or Return. The program will present you with several 
options. Select Create New Page Data Disk. Click this option. Now, indicate 
that you want to replace no files on the page data disk (destination disk) that may 
have the same name as files on the data disk where you've stored your banner, 
photos, and panels (source disk). Follow the screen prompts. 

When the page is saved, you will return to the original screen of layout options. Move 
the cursor so that the Menu option is flashing. Click it, and the program will bring you 
back to the PICTURE MENU. 

With your page design (layout) saved on a disk, you're ready to print your sample 
front page. 
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5. PRINTING THE PAGE AT THE PRINTING PRESS 


At this point, you've created a banner, written your stories, and designed the layout of 

your page. The hard work is over. Now it's time to print your sample front page. 

1. At the PICTURE MENU, move the cursor so the Press option is highlighted. Click 
it. 

2. You will see a screen that has several options on it. There will also be some 
printer setup information. If your teacher hasn't already put in the correct 
information, ask for help, or, for instructions on setting up the printer, see page 50 
of the Reference Guide. 

3. Move the cursor so that the Print a Page option is flashing. If you have two disk 
drives, insert the data disk that has your page stored on it in Drive 2. If you have 
one disk drive, replace The Newsroom Master Program disk with this data disk. 
Click the Print a Page option, and then click OK. 

4. Make sure you have the disk you used to store your banner, photos, and panels 
handy. 

5. A list of the pages stored on the disk should be on your screen. Move the selector 
bar down the list of titles until you come to FPage (for front page). Click it. 

6. Place an 8-1/2-by-11 inch sheet of paper into the printer. Click the OK option, and 
watch the presses roll! 

7. You may have to do some disk swapping as the page prints. Follow the screen 
prompts to insert the right disk at the right time. 

8. When the printing is done, take the page out of the printer. Admire your finished 
work - and start thinking of ways you can use The Newsroom to create your own 
attention-grabbing front pages. For more information and instructions, read the 
Reference Guide section of The Newsroom: Scholastic Edition handbook. 
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TEACHING GUIDE 


The Newsroom: Scholastic Edition gives teachers a powerful new tool for improving 
students' communication skills. By providing students with direct, easy access to a 
means of illustrating and publishing their writing, The Newsroom lets students publish 
their writing in illustrated formats that will get their work noticed and read by their 
peers, families, and friends. 

With a new sense of audience and purpose for their writing, students will be 
motivated to become more effective, informative, and interesting writers. They will 
also learn to adjust their style to match the purpose of their publication. Most 
important, students will have a new, compelling reason to write often and to write 
well. 

What's in This Teaching Guide? 

This Teaching Guide provides a variety of materials that will help you put The 
Newsroom to work in your classroom. Those materials include: 

• eight classroom activities, complete with lists of required and optional materials, 
instructions for introducing each activity, and suggestions for classroom 
management. 

• page planning sheets that you can duplicate and distribute to students. 

• a list of proofreaders' symbols. 

• the "Clip Art Library" - printouts of the graphics available on the Clip Art disk that 
came with your package. 

• a glossary of newspaper and Newsroom terms. 

• an annotated bibliography of books and other resource materials. 

In the rest of this introductory section, you’ll find general descriptions of the classroom 
activities, and suggestions for selecting and managing activities. You'll also find a 
paragraph describing Scholastic's policy on duplicating the User's Handbook 
materials for classroom use. 

Overview of Classroom Activities 

The student activities in this teaching guide use The Newsroom to inspire and 
motivate students in creative writing, and to aid students in communicating written 
information effectively. The activities include: 

• Publishing a Newspaper: The Newsroom Makes the News 

• High Flying Flyers: Advertisements and Announcements 

• Writing Science Reports Meant to be Read 

• The News Is History: Historical Journalism 
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• Personification Poems: Pictures and Poetry 

• Writing Narratives: Pictures and Stories 

• Mathematics Word Problems 

• Writing Fantasy Letters: Wish You Were Here 

On the pages that follow, you'll find more information about the different types of 
activities. 

Motivating and Publishing Creative Writing 

In the Writing Narratives, Fantasy Letters, and Personification Poems activities, the 
teacher uses The Newsroom to prepare worksheets on which students complete a 
creative writing assignment. The worksheets provide visual images to inspire writing 
themes and ideas. With younger students, you can post the completed worksheets 
on a bulletin board or assemble them into a book. With older students, the students 
themselves can use The Newsroom to illustrate and publish their written work. 

Fostering Effective Written Communication 

Other activities help students develop basic skills in written communication. For 
example, the Publishing a Newspaper project gives detailed instructions for staffing, 
writing, assembling, and printing a student newspaper or newsletter. Students learn 
to write in appropriate styles, and to design and lay out an attractive newspaper. 
Similarly, the High Flying Flyers activity shows students how to prepare attention- 
getting flyers to advertise coming events at the school. 

The Science Reports activities provide instructions and suggestions for turning class 
term papers and laboratory notes into attractive reports that include models, charts, 
diagrams, and graphs. Students are encouraged to exchange reports or to assemble 
a book of reports to circulate in class. 

In the News Is History project, history and social studies students prepare and 
publish newspapers set in an earlier time period or in a different culture. By 
coordinating this project with textbook studies, a teacher can enhance students' 
interest in the times and places studied in class. 

The Mathematics Word Problems activity gives students and teachers instructions for 
formulating, illustrating, and printing their own math problem worksheets. By creating 
problem sets for their classmates, students reinforce their own knowledge of the 
subject area. Using The Newsroom, students can diagram and illustrate problem sets 
in basic computation, algebra, geometry, and physical equations. 
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Managing The Newsroom Classroom Activities 

What Newsroom Skills Do Students Need? 

Most of the student activities have been designed so that students at several different 
skill levels can perform them. Check the Activities Skills Chart on page 141 for the 
particular Newsroom skills your students will need to complete each activity, and be 
sure that they are competent in the required skills before they attempt the activity. 


You should become familiar with The Newsroom before assigning activities, so you 
can help students with the various technical tasks. Keep the Reference Guide section 
of this User's Handbook handy, in case questions come up. 

How Do I Train Students in the Skills They Need? 

Try the training sequence described below. Each pair of training sessions teaches 
students one of the fundamental Newsroom skills, and gives students the satisfaction 
that comes with producing a printed product. You can take your students as far in the 
sequence as time permits, or as far as your intended uses for The Newsroom 
require. At the end of all three training sessions, students will have a printed story in 
which pictures appear as substitutes for words. 

Session 1A: The student selects the Photo Lab from the PICTURE MENU. The 
student then practices loading clip art from the Clip Art disk, consulting the Clip Art 
Library (see page 149 of the Teaching Guide) for pictures to select. Smaller pictures 
work better for this activity. The student should define and save each picture on a 
data disk, and then clear the work area for the next picture. 

Session IB: The student selects the Press from the PICTURE MENU, then loads and 
prints out each photo saved on the data disk from the previous session. 

At their desks, students write short stories that center around the pictures printed on 
the page. The stories should use the names of the objects pictured in the photos that 
they selected. For example, if the story includes a picture of an eagle, it should also 
include sentences such as "There once was an eagle who flew too high." 

Session 2A: The student selects the Copy Desk work area from the PICTURE MENU. 
At the Copy Desk, the student starts typing the text of the story, loading the 
appropriate photo from the data disk as a word substitute whenever possible. For 
example, in the sample sentence above, the student would substitute a picture of an 
eagle for the word "eagle." When a panel is filled, the student saves it on a data disk 
and clears the work area for the next panel. 
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Session 2B: The student selects the Press from the PICTURE MENU, then loads and 
prints out the individual panels saved on the data disk from session 2A. 

Session 3A: The student selects the Banner work area from the PICTURE MENU and 
creates a banner to accompany the story. The student loads a clip art picture for the 
banner, then chooses a letter font and adds text. The student then saves the banner 
on a data disk, selects the Press, and loads and prints the banner. 

At their desks, students plan the layout for their stories using the Page Planning 
sheets reproduced from pages 143 to 146. 

Session 3B: The student selects the Layout work area from the PICTURE MENU and 
indicates the layout for the story, including the banner and each successive story 
panel. The student saves the layout on a Layout data disk, selects the Press from the 
PICTURE MENU, and prints the page. 

You may also want to add a session in which students experiment with the 
capabilities of the Graphic Tools. In this session, students should learn how to add 
captions to photos, how to draw with and without the magnifying glass, how to erase, 
how to shade photos, and how to enclose photos in borders. 

Should Students Write Their Drafts Using The Newsroom ? 

Because The Newsroom's word processor was designed primarily as tool for creating 
newspaper panels, it is not an especially efficient drafting and editing instrument. As 
a result, your students should usually write and edit the early drafts of their texts using 
paper and pencil or a word processor other than The Newsroom. Then, they can use 
the word processor in The Newsroom's Copy Desk work area to type their final draft. 

How Do I Organize the Class for the Activities? 

The group activities described in this Teaching Guide include complete instructions 
for organizing your class. Each group activity divides the labor of writing, illustrating, 
laying out, and printing the publication among different students. Consult the activity 
descriptions for guidelines. 

For individual writing activities, you can minimize conflicting demands on the Clip Art 
disk by staggering the times your students are scheduled to begin work at the 
computer. Generally, work on any project should begin at the Banner work area and 
the Photo Lab - the two work areas that usually require the most access to the Clip Art 
disk. 

After a student has completed work at the Photo Lab and Banner work area, there will 
be less need to share access to The Newsroom source disks. For example, a student 
can usually load the Master Program disk and work in the Copy Desk work area 
without further need for a source disk. However, because the need for access to The 
Newsroom's work areas varies with each activity, you should consult the activity 
descriptions for further guidelines. 
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Finally, be sure to reproduce the Page Planning sheets on pages 143 to 146 for your 
students, and have them plan their page layouts on paper before going to the Layout 
work area at the computer. 

Which Option is Best for Saving Page Layouts? 

It is important that students choose the correct option when saving a page layout on 
the Layout data disk. 

The first option ("Save Page Data to Same File Disk?") makes saving the layout easy, 
but printing becomes tedious. The advantage of this option is that it gives you the 
flexibility to make corrections on the page without redoing the entire layout. 

The second option ("Create New Page Data File?") makes saving the layout more 
tedious, but printing becomes automatic. Use this option only if you are sure that no 
further corrections need to be made, or if you are likely to be printing the page more 
than once. 

Do Students Need Their Own Data Disks? 

There are two ways to manage data disks for saving students' work with The 
Newsroom. The method you choose will depend upon how many disks are available 
and how the project is organized. 

The "whole class" method is to maintain four separate data disks for a project - one 
each for Banner, Photo, Panel, and Layout data - and save all student work on that 
project to the appropriate disk. This requires that students coordinate their access to 
the data disks. 

Use the whole class method for activities in which students work together to produce 
a single product: the Newspaper, News Is History, or Flyers and Announcements 
activities. You can also use this method when students do not have their own data 
disks for individual work. 

When students share data disks, make sure students use a consistent system of file 
names to identify their data. Consult the instructions for individual activities for 
suggested file names. 

The second method - the personal disk method - requires students to maintain 
individual data disks. A single disk can be used to store Banner, Photo, Panel and 
Layout data for the same individual. This method minimizes the disk swapping 
necessary to create or print a page. It also eliminates sharing data disks among 
students. 

Use this method for individual writing activities: Personification Poems, Picture 
Stories, Fantasy Letters, Science Reports, and Math Problems. 

When saving data to their own disks, students should be sure to use file names that 
help identify the contents of the file. 
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Using The Newsroom in Extracurricular Activities 
Consider using The Newsroom for publishing newsletters and announcements for 
extracurricular clubs and activities. The student computer club, drama club, sports 
clubs, language clubs, music groups, and other school organizations will all benefit 
from having a means of communicating with their members and advertising their 
activities. 

Using The Newsroom in Foreign Language Classes 

Any of the student activities in this section can be adapted for use in a foreign 

language class, provided the language uses the same alphabetic system as English. 

However, students may need to add a few special characters to the printouts by 

hand. 

Language students can use The Newsroom to publish a foreign language 
newspaper, a language club newsletter, illustrated stories and poems in the 
language of study, or illustrated dictionaries of vocabulary words to use as study aids. 

Reproducing the Handbook Materials for Classroom Use 
Scholastic grants educators permission to duplicate any of the materials in this 
handbook for distribution within a single classroom or computer laboratory. For 
example, to help introduce students to The Newsroom, you could make photocopies 
of the Tutorial section to place next to each computer in the classroom. Also, to help 
students plan their newspaper pages, you could copy and distribute the Page 
Planning Guides from the back of this Teaching Guide section. Please note that 
Scholastic grants this permission for one classroom or one computer lab only. If a 
school or school district wishes to make The Newsroom materials available in 
additional classrooms, it must purchase additional copies. Please note, too, that the 
permission applies only to the print materials, and not to the Master Program disk or 
Clip Art disk. To prevent illegal duplication, the disks included in your package are 
copy-protected. 
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ACTIVITY: Publishing a Newspaper: The Newsroom Makes the News 
GRADE LEVELS: 5 through 12 

SUBJECT AREAS: Any subject or extracurricular activity 

CLASS ORGANIZATION: Whole class with writing done individually or in pairs 

Introduction 

The Newsroom gives students in any class, club, team, or organization the ability to 
write and publish their own newspaper. With The Newsroom and a microcomputer, 
everything they need is at their fingertips - the copy desk, photo lab, layout desk, arid 
press. Before getting started, however, your students need to know about planning, 
writing, illustrating, and laying out the pages of a newspaper. The following sections 
offer information to help with each stage in the publication process, including: 

• Organizing the staff 

• Planning the newspaper 

• Gathering news and feature material 

• Planning the articles 

• Writing the articles 

• Illustrating the articles 

• Arranging the page layouts 

• Printing the pages 

Also included are student worksheets that can serve as planning and style guides for 
writing in conventional journalistic formats. 
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Why Publish a Student Newspaper? 


Publishing a newspaper gives your students a special incentive to write well, to 
communicate effectively, and to work together. It involves them in writing for an 
audience with the purpose of informing, entertaining, and persuading their readers. 
The whole class organizes and works together to produce a single product, drawing 
upon each student's special interests and talents. 


Producing the newspaper develops students' cognitive, linguistic, and 
communications skills. Because newspapers deal in information, students learn to 
collect, organize, and communicate facts and details. Also, because news writers 
use special styles, students learn to write in different journalistic formats - all of which 
require that the writer be concise, accurate, objective, and clear. 
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Teacher Preparation 

Before beginning a project with your students, read the following sections to 
familiarize yourself with the steps involved in publishing a newspaper. The word 
"copy" is used throughout to refer to all text and headline material that goes into the 
newspaper. 

Data Disks: Prepare two data disks for each newspaper that students will create. 
Label one "Banner, Photo, and Panel Data,” and label the other "Layout Data." You 
should also write the publication date or issue number for the newspaper on the data 
disk label. As the project proceeds, you may require additional data disks. 

Newsroom Skills: Students will be assigned different tasks - each of which requires 
different skills and experience. Most will use only the Copy Desk work area. The art 
staff will use the Photo Lab and Banner work area, and the news editors will use both 
the Copy Desk and Layout work areas. Make sure that students are familiar with The 
Newsroom work areas they will be using. 

Style Models : Reproduce the appropriate worksheets on pages 103 to 108 for 
students who are writing news articles, feature articles, sports, and editorials. You 
should also bring newspapers to class as models for different journalistic styles and 
page layouts. 

Project Management 

Before students can begin writing and editing their newspaper, they'll need to 
organize the staff and plan the contents. Do this together as a class before students 
undertake individual writing assignments. 

Organizing the Staff 

Your class should organize an editorial staff before beginning production of the 
newspaper. You may assign jobs to students according to their individual interests, 
skills, and talents. Alternatively, students may volunteer for the different positions, 
vote on the different positions, or appoint an editor who makes the staff appointments. 

The list on pages 90 and 91 describes the staff your newspaper needs and the 
qualifications for each position. 
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Newspaper Staff 
Position: Editor-in-Chief 

Duties: Supervises and coordinates every phase of production, and plans the 
editorial page. The editor has final say on job assignments, editorial policies, news 
contents, and layout. 

Qualifications: Capable of working independently, taking responsibility, and 
exerting leadership. 

Position: Managing Editor 

Duties: Assigns people to cover different stories and features and makes sure the 
assignments are completed. Also oversees the assembly, printing, and 
distribution of the newspaper. 

Qualifications: Good worker, familiar with the talents and interests of the other 
students, and well-organized. 

Position: Editorial Writers (one or two students) 

Duties: Write statements of editorial opinion for the newspaper. The statements 
should represent the majority view of the class. 

Qualifications: Excellent reasoning skills, an awareness of other perspectives, and 
ability to write persuasively. 

Position: Copy Editors (two positions) 

Duties: Check each story for accuracy, style, and grammatical errors. Indicate 
necessary changes. 

Qualifications: Excellent reading skills, ability to pay close attention to detail, and 
good command of the rules of spelling, punctuation, and sentence grammar. 

Position: News Editors (one or two students) 

Duties: Assemble the copy and prepare page layouts for the entire newspaper. 
Make up headlines for the lead panel of each article. 

Qualifications: Problem-solving abilities, interest in graphic design, and a good 
vocabulary. 
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Position: Art Staff (one or two positions) 

Duties: Prepare clip art pictures and other graphics for the entire newspaper. 
Prepare the Banner head for the front page. 

Qualifications: Thorough familiarity with the clip art and Graphic Tools, and an 
interest in art and graphic design. 

Position: Reporters (five to fifteen students) 

Duties: Gather, organize, and write the information for articles. Some reporters 
will cover news topics, some will cover sports, and others will organize 
announcements and listings. 

Qualifications: Good command of written English, observational and interview 
skills, the ability to distinguish important from unimportant information, and the 
ability to write in appropriate journalistic style. In addition, sports reporters should 
have an interest in and knowledge of the sports they are covering. 

Position: Feature Writers (two to ten students) 

Duties: Research and write feature articles to accompany the news. 

Qualifications: Ability to research a topic and write creatively. 

Planning the Newspaper 

A newspaper should contain a balanced mix of news, announcements, features, 
sports, and opinion. What goes into each category depends in part upon the 
intended audience for the paper, that is, who the readers will be. Once you've 
established who your readers will be, you're ready to organize the content of the 
paper to meet their needs and interests. 

Determining the Audience 

Discuss the intended audience with your students. The cost of the newspaper will set 
limits on the size of the audience, so get this information first. Find out the cost for 
standard and legal size pages from the duplicating service you will be using. 

Estimate the page length and number of pages you can best afford. 

If it is not feasible to distribute the paper school-wide, consider a smaller audience. 
One suggestion is to distribute to ail students in the same grade or grades as the 
newspaper staff. Students have a good idea of what interests their peers, and they 
can write easily for students at their own age level. 

If you are producing a newspaper in a subject area (e.g., history, social studies, 
foreign language), your target audience should be other classes studying the same 
subject. Don’t forget that parents, teachers, and administrators would like to receive 
copies. You should also give a copy to the school librarian, so the newspaper 
becomes part of the school's permanent library. 
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Organizing the Content 

Once you have determined your audience, hold a discussion with your staff to decide 
what will be newsworthy to those readers. For example, a computer club will be 
interested in different news and feature articles than a drama club or a sixth grade 
class. Consider your audience's ages, academic interests, sports and entertainment 
preferences, clubs and extracurricular activities, hobbies, and other special activities 
and interests. 

Tracking Down the News at Your School 

News events are any events that will affect or interest your readers. Here are some 
good sources of news within your school: 

• School or class elections 

• Awards and honors received by students or teachers 

• Clubs and organizations (meetings, officer elections, fundraisers, etc.) 

• Additions to or changes in faculty 

• New or revised school policies 

• Science fair winners and their projects 

• New equipment acquired by the school (computers, lab equipment, etc.) 

• Speeches by faculty, administrators, or visiting speakers 

• Community news of interest to the school 

• Medical and science news of interest to young people. 

The Newspaper as a "Bulletin Board" 

An important function of a newspaper is to inform people of coming events. One or 
more reporters should be assigned to cover scheduled club meetings, sports 
competitions, social functions, elections, contests, and theater productions and 
auditions taking place at your school. 

Names Make the News 

Names always make good copy. People love to see their names in print and to read 
about people they know. Include in your news stories the names of all the people 
who are involved: committee members, awards winners, people participating in 
theater productions, sports teams, and so forth. 

Types of Articles 

Features: The Human Side of the News 

If everyday events and occurrences at your school seem uninteresting, look again. 
There are hidden dramas behind the news events and everyday goings on. Features 
cover these human stories in your school community, adding an original, personal 
touch to the news. 
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Finding human interest features at your school is easy - they are all around you. 
Here are some places to look: 

• In the "lost and found": imagine the human stories behind the lost items 

• In the cafeteria: follow a day in the life of the kitchen staff 

• In the auditorium: a behind-the-scenes account of a theater production 

• On the athletic field: focus on the players during practice or games 

• At individuals: interview a student or teacher and write a personal sketch 

• In the science labs: describe ongoing projects and experiments 

• After school: follow students to after-school jobs and hobbies 

• In the art rooms: cover a student art show 

• At cultural events: cover a rock concert, museum exhibit, local speaker 

• On a school bus: follow the driver on his morning rounds 

• In the computer room: do a story on "piracy in the computer room" 


The only kind of feature not to write is the gossip column. Gossip invades the privacy 
of individuals and can hurt people's feelings. 

Ask your students to think about possible feature articles as they go through a typical 
school day. Have them keep lists of their ideas, and then discuss the possibilities as 
a group. Narrow the choices to a few features of interest to your audience for each 
issue of your newspaper. 

Editorials and Letters to the Editor 

Today's students are often well-informed, and they can bring refreshing points of 
view to important issues. A newspaper is a valuable forum for students to express 
their views. In each issue of your newspaper, include one or more editorials on 
current issues about which your students feel strongly. For a regularly published 
newspaper, you should also include a "Letters to the Editor" column. 

The members of the editorial staff should discuss issues that concern them, and they 
should vote on which topics would be good subjects for an editorial. The class 
should then debate one or more issues, so that both sides of opinion can be heard. 
Finally, the editorial writers should plan and write the editorial, acknowledging the 
different points of view. 
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Covering the Sports Beat 

In newspaper jargon, a standard source of news coverage is called a beat. The 
sports beat should be covered by people who are familiar with the sports being 
reported. 

Whenever possible, cover the sports in which your readers participate, and include 
girls' as well as boys' sports. Remember that there are many interesting sports at 
your school besides football and basketball (e.g., swimming, track, golf, softball, 
soccer, gymnastics). 

Other Types of Articles 

Depending upon the interests of your readers, you may want to include one or more 
of the following types of articles: 

• Columns: These are ongoing features, usually about a particular topic area (e.g., 
food, fashions, sports, technology, entertainment, etc.). 

• Reviews: Book, movie, record, or course reviews make good material for student 
newspapers. Reviews should inform readers about the work's contents as well as 
the writer's reactions. 

• Surveys of Student Opinion: Each issue could address a different question. Be 
sure to seek out a variety of representative opinions. 

• Cartoons or Comic Strips: Artistic students can create cartoons or comic strips 
using clip art and the Graphics Tools. 

• Advertisements: Help pay for the cost of producing and distributing your 
newspaper by soliciting advertisements. Think of the local businesses that your 
readers patronize, and approach them for advertising. 

• Fillers: Students can create crossword puzzles, logic puzzles, jokes, weather 
reports, trivia quizzes, poems, and other creative writing to fill odd corners of the 
newspaper. Compose fillers in the Photo Lab, and draw a box around each one. 
Add them to Copy Desk panels wherever spaces need filling. 

Preparing Students to Write the Newspaper 

Making Writing Assignments 

Everyone except the editors should have one writing assignment for each issue of 
the newspaper. The managing editor should also prepare an assignment sheet, 
assigning each story to a class reporter and setting a deadline for turning in the story. 
Consider reporters' special talents, knowledge, and interests when making 
assignments. 
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Exploring Different Writing Styles 

Once jobs are assigned, give students the appropriate worksheet from pages 103 to 
108. The different worksheets explain the different types of articles they will be 
writing and how to plan and organize their assignments. To prepare students further 
once you have distributed the worksheets, bring newspapers to class and complete 
the following activities. 

1. Read several news stories. For each one, pick out the lead and find key words in 
it that tell who did what, when, where, how, and why. Read the rest of the story, 
noting the descending order of importance of the information. 

2. Find feature articles and discuss the opening sentence (especially how it grabs 
your attention), the writing style, and the interest value of the subject for each 
article. 

3. Analyze one or two editorials for the steps that should be followed in a persuasive 
argument. 

4. Turn to the sports page and have students read aloud examples of sports jargon. 
Investigative Reporting: Scouting Out the News 

Direct students to appropriate news sources and help them develop news-gathering 
skills. The best way for them to get the information they need is by observing and 
asking questions. Have students talk to people who are knowledgeable about the 
news event they are covering, and ask them to take notes as they ask and observe. 
They should get the facts on who, what, when, where, why, and how, as well as all 
other important details about the story. 

Some news or feature topics will require research. Make sure that students have 
access to the appropriate information resources: the library, magazines and 
periodicals, archives, bureaus and organizations (e.g., the state travel bureau, the 
Better Business Bureau, the League of Women Voters, consumer groups, 
government departments and publications, etc.). 

Discuss interview techniques with students. Teach them two cardinal rules of 
interviewing: Get your subject talking, then listen and take notes. 

Students may wish to practice mock interviews with their classmates. Help them 
develop a list of questions to ask prior to the interview. Show them how to leave 
space underneath each question to record the answer, and how to take notes 
efficiently. 

Remind interviewers to be courteous, well-prepared, prompt, and interested in what 
their subject has to say. Encourage them to double-check important facts with their 
sources before finishing the interview. 
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Writing and Editing Articles 

Writing Articles 

After reporters have their facts in hand, have them follow these steps to write and edit 
their articles: 

1. Organize the story using the appropriate worksheet (see pages 103 to 108). 

2. Write the first draft using a word processor other than The Newsroom , if one is 
available. Otherwise, use paper and pencil. As you write, keep the following in 
mind: 

• Take special care with the lead or opening sentence 

• Keep articles short and concise. 

• Keep to the point; don't include anything that doesn't add to the story. 

• Avoid big words and long sentences. 

• Put related facts together in well-constructed sentences 

3. Go back to the beginning, and add a one- or two-word title that reflects the topic of 
the article (e.g., student elections) and a by-line ("by John Smith"). 

4. If reporters are using a word processor, get a double-spaced printout. If they're 
writing by hand, leave two blank lines between each line of text. 

5. Submit the story to the copy editors. It's the copy editors’ job to edit and proofread 
each story submitted by a reporter. 

Editing Articles 

Editing news copy is called blue-pencilling, after the days when editors made 
changes with blue grease pencils. The copy editors should read each story, 
indicating in the margins where the writer should: 

• correct grammatical errors 

• delete unimportant material 

• make something clearer 

• find a better choice of words 

• put "first things first" 

• check accuracy of facts and spelling of names, places, etc. 

Copy editors should use standard proofreaders' symbols (see page 147). 

The copy-edited copy then goes back to the writers, who make the revisions and print 
a double-spaced copy that includes the corrections. If you are writing by hand, make 
the changes in the margins and the blank lines above the text. Submit the revised 
copy to the managing editor. 
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Preparing the Newspaper Using The Newsroom 

Once it is written, ail newspaper copy should follow the steps listed below through 
The Newsroom production process. 


1. The managing editor routes the copy to the art staff, who prepare artwork for it in 
the Photo Lab. 

2. The copy then goes to the news editors, who prepare headlines for it at the Codv 
Desk. 

3. The copy goes back to the reporter, who types the text of it at the Copy Desk The 
reporter prints the completed panels at the Press. 

4. The news editors assemble the printed panels and work out the layouts. 

5. Members of the art staff prepare the front page banner. 

6. The news editors do the final page arrangement at the Layout work area. They 
then print out the pages at the Press. 

7. The pages are duplicated and assembled for distribution. 

The following sections provide special instructions for your staff as they move the 
copy through each step in The Newsroom production process. 

Step 1: Say It with Pictures 

Pictures tell a story in an immediate way that words alone can't achieve. They also 
serve to draw the eye to the story and capture the reader's attention. The pages of 
your newspaper should have lots of pictures - at least one for most articles, and more 
for longer articles. The pictures should show action and help to tell the story. They 
should also help give the reader an instant idea of what the story is about. 

Preparing these pictures is the job of the art staff. They should read each story and 
think of photo possibilities to accompany it. For some stories, the Clip Art disk will 
provide all the needed pictures. For others, the art staff may need to create original 
graphics. There are several ways to do this: 

• Select the Graphic Tools (Crayon icon), and use the pens, lines, "rubber band" 
lines, circles, and boxes to draw your own pictures. The surest way to get the lines 
exactly where you want them is by selecting the Magnifying Glass icon and 
drawing one pixel at a time. 

• You can create original art by combining pictures from the Clip Art disk. Load one 
picture at a time, combining them into a composite picture. Define and save the 
composite as one photo. 

• Use the Graphic Tools to alter an existing picture by adding elements, or by 
erasing parts you don't want. 

• Use the Graphic Tools to highlight and add tone and contrast to pictures through 
patterns and shadings. Draw a box or borders around the photos for definition. 
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Always be sure to add any captions to the pictures while you are still in the Photo 
Lab. Keep captions short and use small letters. Define the picture, add a caption, 
and place a box around it. Save the photo on a data disk, using a file name that will 
help you remember what the picture is to be used for. 

Step 2: Adding Headlines 

The news editors' first job is to make up headlines for each story. They should pick 
out the main idea and write a headline that accurately summarizes what the story is 
about. In general, the headline should say as much as possible in as little space as 
possible. Some keys to writing headlines are: 

• Abbreviate sentence grammar by leaving out articles, conjunctions, prepositions, 
auxiliary verbs, etc. 

• Use verbs in the present tense. 

• Omit unnecessary information. 

• Find synonyms for words that are too long or too short. 

• Rearrange words for more efficiency. 

For example, this headline is too long and wordy: 

VIRGINIA’S SCIENCE FAIR COMPETITION HAS BEEN WON BY TWO SENIORS 

By applying the rules above, the headline can be shortened considerably without 
losing meaning: 

TWO SENIORS WIN STATE SCIENCE FAIR 

To write headlines, the news editors should follow these steps: 

1. Select the Copy Desk work area and begin with a blank panel. 

2. Choose a large font and type the headline in all capital letters, or in capitals and 
lowercase for less important stories. 

3. Load the photo saved by the art staff for this story and place it within the panel. Be 
sure the subject of the picture "looks inward" (toward the center of the panel), not 
outward toward the margins. 

The words of the headline will automatically change position to fit around the photo. 
Try using synonyms if the headline doesn't fit well in that space. 

4. Save the panel on your data disk, using the same file name used for the photo. 

5. If a story has more than one photo, make up a separate panel containing the 
photos to be incorporated at a later point. 

Although the news editors may eventually develop shortcuts, following these steps 
should produce high-quality results each time. 
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Step 3: Writing the News Story: The Heart of Journalism 
Now it's time for reporters to use The Newsroom to turn their stories into a newspaper. 
Reporters and writers should already have written drafts of the stories, and the drafts 
should have been edited and proofread by a copy editor. Each writer now turns his 
or her edited draft into newspaper copy by following these procedures: 

1. Select the Copy Desk work area. Load the panel containing the headline and 
photos for your story from the data disk. 

2. Type your by-line under the headline, then press Return twice. 

3. Type the text of the story, beginning with the lead or opening sentence. Don't try 
to fit the text around the photos; the words will fit into the available space as you 
type. Press Return only when starting a new paragraph or adding blank lines. 

4. When the first panel is full, save it to the data disk, using the same file name used 
before. When the question REPLACE EXISTING FILE WITH SAME NAME? 
appears, select OK (this will only be necessary for the first panel). 

5. Continue typing your story, saving each panel as it is completed. Use the same 
file name for all panels, appending the numbers 2, 3, etc., for successive panels. 
Erase each panel after it is saved by selecting the Garbage Can icon, and then go 
on to the next one. 

6. Incorporate additional photos at the appropriate place in the story. 

After you have followed these instructions to prepare all the panels of your story, go to 
the Press area and select "PRINT PANEL." Print each panel in turn. Read the panels 
for typographical errors and final editing. Go back to the Copy Desk and change 
panels that need corrections, taking care to save the corrected panel in place of the 
old one on the data disk. 
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Step 4: Rolling Out the Banner 

The art staff should design and make up a banner (also called a flag) that states the 
name of your paper in large letters. The banner will appear across the top of the front 
page. Along with the paper's name, it should include artwork that elaborates on the 
name in some way (the school mascot or club logo, for example). 

You set the tone of your newspaper with the design of your banner. Keep it simple 
and uncluttered - lots of white space is most eye-pleasing. Try to match the 
personality of your banner to the kind of stories in the newspaper. A banner with a 
serious, formal look should match a newspaper filled with businesslike articles, while 
a humorous banner can set the tone for a lighthearted, chatty newsletter. 

Here are some pointers on making up the banner: 

• Load and position any clip art for the banner first, before you type the text. 

• If the clip art doesn't suit you, create your own banner art (club logo or school seal, 
for example) with the Graphic Tools. You can also modify existing clip art by 
erasing parts or drawing new parts. Dramatic tones, borders, and shading can 
also be added with the Graphic Tools. 

• Use a large font for the name and a small font for the slogan or other text. 

• Define the banner with a line across the bottom or a border around all four sides. 

A strip containing the date and issue number can also provide definition. Draw 
these using the Graphic Tools. 

Save the banner on your data disk, using the name of the newspaper as the file 
name. If you plan to use the same banner for later issues, append the issue number 
for subsequent issues. 
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Step Five: Layout - The Art of Page Design 

The final stage of producing a newspaper is planning the layout, or arrangement, of 
words and pictures on the pages of your newspaper. There are many things to 
consider when planning the layout, including the importance of the stories, the length 
of the stories, the size of pictures, and the overall appearance of the page when it is 
put together. Study the layout of your local newspaper with students as they plan the 
layout of their paper. 

Follow these steps in planning the layout: 

1. The managing editor should make up a box (called a masthead) that identifies the 
editorial staff, faculty sponsor, and anyone else who provided assistance with the 
paper. Make up the masthead at the Photo Lab. Save the masthead, and then go 
to the Press and print it. 

2. The layout is the responsibility of the news editors. Before they can begin, they 
must assemble all the printed copy that will go into the newspaper. They should 
group together: 

• all news stories, in order from most to least important, and related features and 
photos; 

• all copy for the editorial page; 

• all copy for the sports pages; and 

• all other features, fillers, and announcements. 

3. The news editors should create dummies for the pages that are their responsibility 
(i.e. sports, arts, and entertainment). A dummy is a model of your layout plan for 
each page of the newspaper. The news editors should cut out the columns of 
each printed story, then lay or loosely tape all copy, along with the banner, 
masthead, advertisements, and fillers, onto sheets of cardboard the size of the 
actual newspaper pages. Experiment with different arrangements by switching 
around pieces of paper until you have the most sensible, attractive design. 

Put the most important news stories on the front page, and place less important 
stories on inside and back pages. Put editorial and sports copy on separate pages. 
The masthead should go in a corner of the editorial page. Put features near related 
news stories. Finally, put advertisements anywhere but on the front page or editorial 
page, and place fillers wherever they are needed. 
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In making up the dummy, keep in mind the following layout principles: 

• If the stories you plan for a page are too long, trim them from the bottom to fit the 
space available. Continue important stories on back pages, if necessary. 

• Headlines should be staggered on the page so they do not bump into each other. 

• Try to balance the gray areas of news type with darker headlines and photos. Too 
much gray print dulls the page. 

• Photos should be alternated from left to right down the column. Photos should 
"look in" toward the center of the column, not out toward the margins. 

• Box enclosures can provide contrast. Use them for announcements and short 
items. The Clip Art disk also contains words and announcement enclosures that 
can add contrast. 

• Try to "anchor the corners" of each page with photos, headlines, or boxes to give 
the page a solid appearance 

• The reader's eye follows a diagonal line (\) from top left to the bottom right across 
the page. Place more important items at the top of the diagonal and less important 
items at the bottom. 

Before you leave the Layout work area, you'll need to create and save your actual 
page designs. Reproduce one Page Planning sheet (see page 143) for each page of 
the newspaper. After the dummies have been arranged, fill in the planning sheets, 
then go to the Layout work area and make up the page layouts. Start with the front 
page, and include the banner and all panels for front page stories. Lay out 
subsequent pages without a banner. Save each page on the Layout data disk as it is 
completed. Use the file names Page 1, Page 2, etc. You should end up with one 
page layout file for each page of the newspaper. 

Step 7: Roll the Presses! 

Make sure the printer ribbon is fresh before printing the final copy. Follow the screen 
instructions carefully as the newspaper is being printed, and make sure you insert the 
appropriate disk when requested during the printing process. 

Helpful References 

Presson, H. The Student Journalist and Layout. New York: Richards Rosen Press 
Inc., 1972. A detailed study of layout, including dummies and principles of good 
page makeup. Lots of examples from student and major newspapers. 

Holder, R. A Complete Guide to Successful School Publications. Englewood Cliffs, 
NJ: Prentice-Hall, Inc., 1964. Although the examples are dated, this is a thorough 
introduction to publishing student newspapers and yearbooks, from organizing a staff 
to proofreading galleys. 
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Student Worksheet #1: Understanding How to Write 
a News Story 

What is a News Story? 

A news story presents factual information about a news event. The most important 
information in the story is found in the first paragraph, called the lead. The lead tells 
who did what, and when, where, why, and how they did it - "the five W's and an H." 

After the lead, the details of the story are reported in order of importance, starting with 
the most important and ending with the least important details. Newspapers use this 
style because an editor must often "trim" a story to fit a limited space. With the most 
important information presented at the top of the story, the editor can trim the story 
from the bottom without cutting out any of the basic facts. 

Read the sample lead printed below. See if you can pick out the five W's and an H: 

An 88-year-old Los Angeles grandmother, who took up karate to protect 
herself from purse snatchers, earned her black belt in Tai Kwon Do last 
Thursday by breaking boards with her elbow and shattering concrete 
with her foot. 

Planning Your Story 

Planning the Lead 

Prepare to write the lead to your story by filling in the chart below with the information 
you have collected. Use key words and phrases, rather than whole sentences. 

Who?_ 


What? 


When? 


Where? 


Why?. 


How? 
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Planning the Body 

Prepare to write the body of your story by listing the details of the story in the 
chart below. List the most important detail first, then the next most important, 
and so on as you move down the list. Use key words and phrases. 

Detail 1._ 


Detail 2. 


Detail 3. 


Detail 4. 


Tips for Sports Writers: Using Sports Jargon 

Sports writers have a vocabulary of synonyms for standard terms such as win, lose, 
compete, and score. Without them, sports stories would sound like a broken record. 
Just look at the evening’s sports headlines, and you'll find dozens of them: 

'Bama Trounces Ole Miss Hoyas Toy with LeHigh 

Cavs Cut Down Auburn Rally Florida Towers Over Deacons 

Evert Sweeps by Navratilova Duke Tops Kansas 

Get to know sports jargon. Follow the sports page of your local newspaper for 
several days. Write down ten "sports slang” synonyms that you find. 
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Student Worksheet #2: Understanding How to Write Editorials 

What Is an Editorial? 

A newspaper editorial expresses the opinions of the editorial staff. Usually, the 
subject of an editorial is some current event or item of news printed in the newspaper. 
The purpose of the editorial is to analyze and comment on the subject and to 
persuade others to think about it in a particular way. Sometimes the editorial 
includes a call to action - an attempt to convince the reader to take a particular action 
(for instance, to support a cause, send a letter of complaint, or help with a school 
program). 

Few people change their minds simply because you state your opinion. Your 
editorial must give reasons to support your opinion. There are always two sides to 
any issue. You should also state the point of view opposite to yours, and then tell 
what is wrong with it. 

Steps to Writing a Persuasive Editorial 

There are certain steps you should always follow when writing a persuasive editorial. 
Those steps are listed in the margin of the sample editorial on the next page. Read 
the editorial, then read the steps next to it. Pick out the parts of the editorial that 
match each step. 


Teaching Guide 105 



The Pine Middle School Student Council 
last week passed a resolution in favor 
of removing the candy dispensing 
machines from the student lunchroom. 

We agree with their resolution and 
recommend that the student body 
seriously consider their proposal. 

Those machines put temptation in the 
path of every student who has pocket 
change or left-over lunch money. The 
temptation is to spend it on candy and 
gum, where the student might otherwise 
save the money or spend it on more 
nourishing snacks such as apples or 
popcorn. 

Council members who opposed the resol¬ 
ution did so on the grounds that students 
should have the right to choose for 
themselves what snacks to eat during the 
school day. However, we argue that the 
school is under no obligation to provide 
students with all possible choices 
of snacks. Students should be free to 
choose, but only from among nourishing, 
healthy alternatives. It would be wise 
not to offer candy as one of them. One 
student we know recently broke a 
wire off his braces while eating a piece 
of caramel he had just bought from 
the lunchroom machine. He told us that 
he never eats candy at home because his 
orthodontist told him not to. We urge 
Pine students to support the Council's 
resolution. Why subsidize the eating of 
candy, when there is a world of great 
snack food to choose from? 


1. If your subject 
is factual, state 
the facts first 

2. State your opin¬ 
ion about the facts 

3. Give reasons for 
your opinion 

4. Explain your 
reasoning 


5. State the oppo¬ 
site point of view 
and why people 
believe it 

6. State why you do 
not believe the 
opposite viewpoint 

7. Restate your 
opinion 

8. Illustrate your 
opinion with a 
real-life example 


9. Summarize your 
opinion 
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Planning Your Editorial 

Prepare to write your editorial by filling in the chart below with key words and phrases 
you will use in each step of writing the editorial. 

Facts:_ 


Opinion about the facts:. 


Reason for opinion: 


Explain reasoning:. 


Opposite point of view:. 


Why I don't agree:. 


Restate opinion:. 


Illustrate: 


Summarize:. 
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Student Worksheet #3: Understanding How to Write Features 

What is a Feature? 

Features cover the human stories and hidden dramas behind the news events and 
everyday goings on at your school. Features in a newspaper add an original, 
personal touch to the news. 

The subject of a feature can be just about anything: personalities, real-life human 
dramas, an unfamiliar culture or way of life, travel, scientific or medical discoveries, 
community programs and organizations, or local artists and craftsmen. Feature 
writers can choose from hundreds of "behind the news" items that would interest your 
readers. 

Feature writing is creative writing. It needn't follow the "first things first" style of news 
articles, or stick only to factual content. When you write a feature, you should usually 
keep the tone light and interesting, keep the pace moving, and focus on the human 
interest value of the subject. 

Attention-grabbing Openers 

A feature must capture the reader's interest with the very first sentence. A feature that 
begins: "Christie Walker plays the bass drum for the marching band," will capture little 
interest. However, the same story begun like this, will keep people reading: 

Christie Walker is one student who marches to her own drum. In fact, 
she sets the pace for herself and 67 other people in the marching band, 
and she enjoys every boom. 

Planning Your Feature 

Use the space below to plan the subject of your feature, your opening sentence and 
some of the key ideas to include. 

Subject of story:__ 




Opening Sentence:. 


Key Idea 1.. 


Key Idea 2. 


Key Idea 3.. 
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ACTIVITY: High Flying Flyers: Advertisements and Announcements 
GRADE LEVELS: 4 through 8 

SUBJECT AREAS: Any subject area or extracurricular activity 
CLASS ORGANIZATION: Small group 

Introduction 

In this activity, your students will enjoy creating their own attention-getting flyers (like 
the one on page 110) to advertise plays, exhibits, fairs, sales, contests, and other 
school events. In the process, they will be learning about persuasive language and 
graphics design. 

With The Newsroom, even students who are not artistically inclined can get involved 
in designing and illustrating eye-catching ads. The Clip Art disk includes graphics to 
enhance almost any kind of announcement - from bake sales and art exhibits to 
sports events and student elections. Students also can use The Newsroom's Graphic 
Tools to create their own illustrations. 

This activity provides guidelines for helping students design, create, and print their 
own advertisements. The next time your student organization, class, or team has an 
announcement to make, show them that it pays to advertise! 
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Preparing the Flyers Activity 

Teacher Preparation 

If your class will be creating many different flyers, prepare four data disks labeled with 
the name of the project (e.g., "Bake Sale Flyer"). Below the project name, label one 
disk "Banner Data," one "Photo Data," one "Panel Data," and one "Layout Data." If 
you will be creating just a few flyers, you may need only two data disks: one for 
storing banner, photo, and panel data, and one for storing page layouts. 

Class Preparation 

Consult the Skills Chart on page 141 for the skills your students will need to complete 
this activity. Make sure they have acquired and practiced the skills they will need. 



HURRY TO THE... 

Sixth Grade 


Friday 

12-3 



FAIR! 





EUERYBODY'S COMING !!! 
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Activity Management 

Appoint an advertising committee of up to eight students from the class, club, or team. 
Have the committee work out a plan for the ad, following these rules: 

1. The first rule of honest advertising is to catch the public's attention. Think of 
attention-getting ways to announce the coming event. 

2. The second rule is to give complete and accurate information. List all information 
to be included in the advertisement, and double-check dates, times, and places. 

3. Once you have the reader's attention, keep it by using lots of images (pictures). 
Look for ways to use the Clip Art disk to enhance the advertisement. 

4. General tone is also important. It should suit the occasion - a cheerful tone for 
some events, a more formal tone for others. If humor is used, be sure it is 
appropriate. 

Assign tasks to committee members - one person to oversee general design and 
layout, another to make the banner, and the rest to create the panels. 

NOTE: You may wish to reproduce the following sections for the advertising 
committee to use as guidelines. 

How to Make Up the Advertisement 

Making Up the Banner 

As the most prominent part of the display, the banner should include the most 
important information: What is being announced, who is sponsoring it, and where and 
when (date and time) it will be held. 

Include clip art that draws attention to the flyer. Load the clip art first, before typing the 
text. The clip art then can be easily moved to fit available space. Save the banner on 
a data disk, and then print a copy that you can use when you design the page layout. 

Making Up the Panels 

Follow these guidelines to create and save panels for flyers: 

1. Panels should make liberal use of clip art or original graphics to catch the eye. 
Students should consult the Clip Art Library and find at least one picture to add 
visual interest to each panel. 

2. Don't forget to look for "ready made" words (such as "sale" and “music") from the 
Clip Art Library to use in advertisements. Treat these just like clip art pictures. 

3. Add text to accompany the pictures while still in the Photo Lab. In this way, you 
can control exactly where the text will go in relation to the picture. (You can't do 
this at the Copy Desk.) 
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4. Try drawing a box around the photo. A box sets the photo apart and draws the 
eye to it. To draw a box, select the Graphic Tools (Crayon icon), and then draw a 
square that encloses the photo. 

You can also use small clip art (stars, snowflakes, etc.) to frame a photo (see the 
"Magic Show” panel on the sample flyer). Simply load the small picture, and then 
repeat it in a square pattern around the photo. 

5. Define each photo that you create (Camera icon), and then Save it on a data disk. 
To make up the panel, select the Copy Desk work area and load the photos first. 

6. When adding text to the panel, use a different type font from the text in the photo 
caption. This will break up the image and add visual interest to the panel. 

7. Save the panel on a data disk. Then print a copy that you can use when you 
design the layout. 

Layout and Printing 

The layout designer should carefully cut out and separate the banner and panels that 
have been printed. Then, the designer should arrange the pieces on a layout 
planning sheet that is the same size as the flyer. Place the banner at the top, and 
then try out different arrangements of the panels on the page to find the most 
attractive design. Here are some things to keep in mind when arranging panels: 

1. Try to achieve a good balance between type and pictures on the page. For 
example, don’t have all the pictures on one side, and all the type on the other. 

2. Try alternating pictures from left to right down each column. 

3. Keep the page from getting top or bottom heavy by having dark areas evenly 
distributed from top to bottom. 

4. Face pictures inward, toward the center of the page, not looking out at the right- or 
left-hand margin. If the photo on a panel looks outward, have the student who 
made it load the panel and flip or relocate the photo. Save and print the revised 
panel. 

5. Try to "anchor" the corners of the page by having pictures, large dark type, or 
boxed-in graphics at each corner of the page. 

After working out the best arrangement of panels, go back to The Newsroom and 
select the Layout work area. Choose "Layout page with Banner," and then fill in the 
page layout according to the instructions in the Student Guide. You will need all of 
your data disks to make the layout. Save the layout on a data disk. Check the printer 
to make sure it has a fresh, well-inked ribbon, position the paper, and then print. The 
committee can then reproduce and distribute the flyers. 
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ACTIVITY: Writing Science Reports 
GRADE LEVELS: 5 through 8 

SUBJECT AREAS: General Science, Biology, Chemistry, Earth Science 
CLASS ORGANIZATION: Individual 


Introduction 

The following activities give students a chance to write class reports for an audience 
of their peers, in addition to writing for the teacher. Having a real audience will 
motivate your students to write more clearly, to explain more thoroughly, and to 
create a nicer-looking, more interesting presentation. The Newsroom gives students 
the ability to publish a highly readable, illustrated report they will be proud to share. 

After the general guidelines that follow, you'll find suggestions for creating two types 
of reports: a biology report and a science report. 

Preparing the Reports Activity 

Follow these guidelines for preparing and managing students' report-writing in any 
curriculum area. 

Teacher Preparation 

Prepare four disks on which your students will save their Newsroom data (for a large 
class or for longer reports, you may need more). Label all of the disks with the project 
name (for example, "BIOLOGY REPORTS"). Below the project name, label one disk 
"Banner Data," one "Photo Data," one "Panel Data," and one "Layout Data." Students 
may use their own data disks if they have them. 

NOTE: If you will only be creating two or three sample reports, you may need only 
two data disks: one for storing banner, photo, and panel data, and one for storing 
page layouts. 

Class Preparation 

Consult the Activities Skills Chart on page 141 for The Newsroom skills your students 
need to complete each activity. Make sure they have acquired and practiced these 
skills. Reproduce the "Using The Newsroom to Prepare a Report" guidelines that 
follow to give to students as a reference guide. 
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Classroom Management 

Have students write the first drafts of their reports on paper, or with a word processor 
other than The Newsroom. Instruct them to sketch rough graphs, models, and 
drawings in their approximate locations in the draft. Review the drafts and suggest 
editing and revision. Once students have revised their drafts, have them use The 
Newsroom to create finished reports. 

Using The Newsroom to Prepare a Report 

Start up The Newsroom using the start-up procedure described on pages 13 to 16 of 
the Reference Guide. 

Preparing the Title 

Go to the Banner work area to make up the title for your report. To make a title 
banner: 

1. Load clip art for the banner first, before adding text. 

2. Type the name of the report in large letters, and then the student's name, subject 
area, and date in small letters. 

3. Save the title on the Banner data disk. Use an abbreviated topic name as a file 
name (e.g., "Dinosaurs"). Make sure no one else in the class is using the same 
file name. 

When you design the layout of your report, you may decide to put the title (banner) at 
the top of the first page, or you might decide to print the title as a separate page. For 
a separate title page, position the paper in the printer so that printing starts midway 
down the page, and then print the banner. 

Preparing Graphics for Your Report 

Use the Photo Lab to prepare all the graphics for your report before typing the text. 
For some reports, the Clip Art disk will provide all the graphics you need. If you need 
more, however, there are several ways to prepare them: 

1. Draw your own pictures. Select the Graphic Tools (Crayon icon) and use the 
pens, lines, "rubber band” lines, circles, and boxes to draw your own pictures. 
The surest way to get the lines exactly where you want them is by drawing one 
pixel at a time after selecting the Magnifying Glass icon. 

2. Draw graphs and charts. The Graphic Tools make it easy to draw graphics or 
charts like those on page 115. Add the text while you are still in the Photo Lab, 
and then draw a large box around the entire figure. 

3. Combine clip art pictures. Load one picture at a time, combining them into a 
"composite" picture. Define and save the composite as one photo. 

4. Alter clip art pictures. Use the Graphic Tools to add to a picture or to erase parts 
you don't want. 
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If you need captions for your pictures, always add them in the Photo Lab. Select the 
Camera icon to define the captioned photo, and then save it on the Photo Data Disk. 

Preparing the Panels 

After you have prepared and saved all of your graphics, go to the Copy Desk work 
area and type the text of your report. 

To prepare a panel, load the photos first, and then type the text. Don't try to fit the text 
around the photos. Instead, simply type the text and the words that will fit into the 
available space. Use Return only if you are starting a new paragraph or adding blank 
lines. 

Save each panel on the Panel data disk. Don’t go on to create the next panel without 
saving the one you’ve just finished. Use the same file name for all panels, adding 
numbers to distinguish them. 

Editing the Panels 

Get a printout of each panel to read for editing. Do not design the layout until you 
have edited all the panels and they are in final form. 

Arranging the Layout and Printing the Report 

Go to the Layout work area and arrange your panels so that the report is logically 
organized. If the banner is to appear on a separate title page, do not include the 
banner in the layout. 

Make up one layout for each page of your report. Save the layout and then print the 
page that you just designed before going on to lay out the next page. 


OUTGOING EXPENSES OF AUERAGE 
SMALL FARMER 1984-1985 
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REPORT A: Biology Reports 

The abundance of animal art on the Clip Art disk makes The Newsroom an ideal tool 
for biology reporting. In this activity, students use The Newsroom to write, illustrate, 
and publish reports on interesting topics in biology. Students then exchange reports 
with their classmates, or assemble them into a biology fact book to circulate in the 
class. 

"The Age of Reptiles" is an example of an eye-catching biology report produced 
using The Newsroom. 


THE AGE OF REPTILES 


In the history of life on Earth, the period 
lasting from 235 million years ago until 63 
million years ago is called the Mesozoic 
era. This period is known as "The Age ot' 
Reptiles" because the dominant form of 
life during that time was the dinosaur. 
Paleontologists have learned much about 


_ aurs 
of thi 


__ _ 

lizard. 


r iuib H-4-cir u, um iu- 

only distant relative 



dagger—like teeth and small, two—toed, 
forelimbs which it used to hold its prey. 

It stood 16 feet off the ground, was 50 
feet long, and weighed 7-10 tons. These 
flesh—eating predators, along with the 
Earth's changing climate, may have been 
responsible for the 
demise of herbivorous 
dinosaurs. 

DINOSAURS TAKE FLIGHT 
The pterosaurs were 
dinosaurs that took to 
the air! The largest of 
these was the Pteran- j 
odon, shown here. It had 
a 26 foot wingspan and a 
_ . _ beak with small, sharp 

Pteranodon teeth for catching fish 
and small prey. 



Dinosaurs were either herbivors - surviv¬ 
ing on the feathery, spiky, frondy plant 
life of the Mesozoic Era, or they were, 
carnivors who ate the meat of other living 
creatures. 



Carnivor 

stalking 

Herbivor 


The largest of the dinosaurs were the 
sauropods, giant herbivors that travelled 

in herds and 
spent a 

t reat deal of 
ime im¬ 
mersed in 
water. The 
largest of 
these was 
Bronto¬ 
saurus, shown 



f t left. 

hey were 
60-80 feet 
long, weighing 
from 10-30 
tons. 


The huge 
size of 
the saur— 
opods 
made them 
slow and 
clumsy and 
therefore 


fierce, 
canivorous 
Theropods 
and their 
biggest 
member. 
Tyranno¬ 
saurus 
Rex. This 
giant had 
sharp. 



PROTECTIVE ARMOR 

Some dinosaurs developed bony helmets 
and horns that protected the head and 
neck from predators. These were the 
ceratopsians, herbivors whose armor was 
used only in defense. The shape and num¬ 
ber of helmets and horns varied widely. 
Perhaps the best 
known of these 
is triceratops, 
shown here. 

Another type of 
protective armor 
was provided by 
the plates on 
the back of the 
stegosaur, shown 
below. 


Stegosaurus 



Triceratops 


in addition to 
providing protec¬ 
tion, the plates 
allowed the stego¬ 
saur to regulate 
his body tempera¬ 
ture. When cold, 
he lifted them to 
catch the sun 
and increase the 
supply of blood to 
his body. In the 
midday heat, he 
lowered them to 
shade his flanks 
from the sun. The stegosaur was an 
early herbivor who, despite his armor, was 
too slow and too stupid to survive Tor 
long. 



REPTILIAN NESTING HABITS 

Like all reptiles, dinosaurs hatched their 
young from eggs laid in large nests. . Some 

? ven cared for their young, protecting 
hem from 
danger 
and 

teaching 
them 


of the 
parents. 


hunting 

and 

KSS? 

Hatchlings 
were very 
tiny com¬ 
pared to 
bhe size 
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Teacher Preparation 

Scan the clip art library for ideas about topics from your biology curriculum that could 
be illustrated with clip art. (Remember, students can use the Graphic Tools to 
combine, alter, or elaborate on the clip art pictures.) Think of topics that will engage 
students' natural interest in the stranger facts of nature. Titles such as these should 
get them writing enthusiastically: 

"Taking Turns: How Bird Parents Feed Their Young" 

"When It Gets Unbearably Cold: Hibernation in Bears” 

"Birds of a Feather: How Songbirds Learn Their Songs" 

"Those Were the Days: When Dinosaurs Roamed the Earth" 

"Curiosity Killed the Cat: Intelligence and Learning in Cats" 

"Aerial Artistry: How the Spider Spins Its Web” 

"Wise as an Owl: The Nocturnal Habits of Owls” 

"A Snail's Pace: How Snails Eat, Move, Grow, and Reproduce" 

"Porpoise With a Purpose: Higher Intelligence in Porpoises" 

"As the Worm Turns: How Earthworms Help the Soil" 

Class Preparation 

Assign, or let students choose, topics from the above list or from your own list of 
suggestions. Schedule library time for them to research their topics in sufficient depth 
to produce a two- to three-page report. 

Give students copies of "Using The Newsroom to Prepare a Report" to use as a 
reference guide when preparing their reports. 

Classroom Management 

Follow the guidelines on page 113 for managing student reports. 

Distributing the Reports 

Set up a "Biology Facts" library in your biology classroom. Reproduce a copy of each 
student’s finished report and place it in the library. Devise a check-out system for 
students to use when borrowing and reading each other's reports. Set a minimum 
number of reports for each student in the class to read. 

Another way to distribute the students' work is to reproduce copies of each report and 
then compile them into a biology facts book. Duplicate a copy for each student in the 
class. Be sure to keep a copy for the school library. 
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REPORT B: 


General Science Reports 


Because science topics are often complex, science teachers and textbook writers are 
constantly searching for new ways to present information in visual form. Students 
writing laboratory reports, term papers, experimental reports, or science fair projects 
also need graphic aids to present their ideas. In this activity, students use The 
Newsroom to write and illustrate their science reports, using the program's graphics 
capabilities to produce drawings and models of scientific phenomena, as well as 
professional-looking charts and graphs. 


"How a Rocket Works" on the following pages is an example of an illustrated scientific 
report that was produced using The Newsroom. Students can also use The 
Newsroom's Graphic Tools to draw statistical charts and graphs, as shown below. 


HOW A ROCKET WORKS 
by Samuel Smith 


Science 101 
May 13, 1985 



HOW THE ROCKET THRUSTS ITSELF 

The rocket thrust* itself off the around 
in a manner similar to the way a balloon 
thrusts itself into the air when released. 

When the balloon 
is filled with air, 
the gases under 
pressure inside 
push on all sides 
of the balloon. 



When the balloon is 
released, the gases 
escape, pushing the 
balloon in the 
opposite direction 
from the rush of 
the escaping 9ases. 



reaction 


action 
Balloon when released 


essure) 


The rocket gets so much power <presst 
into its engine that it cannot hold the 
power any longer, and the rush of the 
escaping pressure thrusts the rocket in 
the opposite direction. 


Newton's law is illustrated by the follow¬ 
ing examples- 


© 


Man throws 
ball 



Skateboard he stands on 
moves in opposite direction 



direction 


THE ROCKET PRINCIPLE 

The rocket thrust 
is made possible 

Iseac* N e u torVs" Thjrd 
Law of Motion, which 
states that, 

'•Reaction is equal 
<in power) but 
opposite <in 
direction? to action. 
Another way of 
putting this is: 


For each action, 
there is an opposite 
but equal reaction. 


T 

i 


reaction 


action 


Newton's Law 
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STAGES OF A ROCKET LAUNCH 


FROM RE-ENTRY TO SPLASHDOWN 


The rockat is launchad at tha National 
Aeronautics and Space Administration 
•:.NASA> base. In space, the engine detach¬ 
es itself from tne capsule, it does this in 
three stages, as shown below. Stage 1. 
Rocket launches. Stage 2. The bottom 
engine falls away. Stage 3. The middle 
angina falls away, leauing the capsule 
carrying the payload Cpeople, equipment, 
space probes, satellites, atcJ. The 
capsule goes on into orbit. 


Aft am, finishing’ its mission, the- 
a—exitems tna earth's 


capsvcle re—< 
atmosphere. 

Capstde 

begins 


r«r«atry. 



^ Payload 


When it is four miles aboue the Earth's 
surface, a parachute comes out. At two 
miles above Earth, more parachutes pop 
out, ... 
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Class Preparation 

Reproduce copies of "Using The Newsroom to Prepare a Report" on page 114 and 
give them to your students to use as a reference guide when preparing their reports. 

Classroom Management 

Follow the guidelines on page 113 for managing student reports. 

Distributing the Reports. 

Set up a science facts library in your science classroom. Reproduce a copy of each 
student's finished report, and place it in the library. Devise a check-out system for 
students to use when borrowing and reading each other's reports. Set a minimum 
number of reports for each student in the class to read. 

Another method of distributing students' work is to reproduce copies of each report 
and then compile them into a science facts book. Duplicate a copy for each student 
in the class. Be sure to keep a copy for the school library. 
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ACTIVITY: The News Is History: Historical Journalism 

GRADE LEVELS: 5 through 8 

SUBJECT AREAS: History, Social Studies 

CLASS ORGANIZATION: Whole class, with the writing done individually 
or in pairs 

Introduction 

The surest way to capture and keep students' interest in history is to get them 
involved in the daily lives of those who lived it. In this project, students reinforce their 
study of a historical era or event by writing and publishing a newspaper as it might 
have appeared at the time. This is a highly motivating alternative to the usual class 
report. 

Each student contributes to the newspaper by writing and illustrating one article. This 
can be a news report, feature article, editorial, announcement, advertisement, or 
sports story. Each article must be historically accurate, reflecting the student's 
research into a particular aspect of the period or event being covered. 

The Greek Gazette on the following page is an example of a newspaper that might be 
published by students in an ancient history class. 

Preparing the Historical Journalism Project 

What Subjects are Appropriate? 

Any period or event your class studies can be the subject of a historical journalism 
project. Possible topics include the first flight of the Wright brothers; an interview with 
Abner Doubleday, the "father" of baseball; and the first transatlantic wireless 
message. Think of a name for the newspaper that will capture students' 
imaginations: The Colonial Times, Independence Herald, Pilgrim's Digest, and The 
Union News or The Rebel Yell. In fact, a good exercise is to publish two newspapers 
that cover the same event from different sides (e.g., the surrender at Appomattox that 
ended the Civil War, seen from both the Union and Confederate points of view). 
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Teacher Preparation 

Read about the newspaper project (pages 95-113) for guidelines on organizing and 
preparing a class newspaper. The format of the historical newspaper should be the 
same as a class newspaper, except that articles will be based on textbook and library 
research, rather than on "live" news sources. 


Prepare two blank data disks labeled with the project name (e.g., Greek Gazette). 
Label one disk: "Disk A: Banner, Photo, and Panel Data." Label the other disk: "Disk 
B: Layout Data." 


Consult the Activity Skills Chart on page 141 for The Newsroom skills your students 
will need to complete this activity. Make sure they have practiced the needed skills. 


The 


Classical Greece's Most 
Popular Morning Newspaper 


Athens 


MCCLXXUI, B. C. 




FIRST OLYMPIC GAMES 
WILL HONOR GOD ZEUS 

plympia-The first internat¬ 
ional athletic competition in 
history will Jbe held this 
summer in the town of Olym¬ 
pia. Thousands of athletes 
r-oxcL throughout Greece and 


held in honor __ _ 

to hold the games every 
The first event will Joe 





INSIDE THIS ISSUE... 

Archimedes discovers that a 
floating body displaces its own 
weight m water. 

Pythagoras' latest theorem in 
geometry may prove to be his 
most important! 


ie in ir ie ir ir pi ii in in ie in ir 


GREEK TRAGEDY 
OPENS TONIGHT 
AT COLISEUM 



A** be 

-- ^ hope 

four years. 

-e a foot race 
thou— 

lowed by the chariot race on oval 

track: in the hippodrome. Other 
events include running, broad jump, 
discus throw, javelin throw, boxing 
and. wrestling. Winners of each event 
will be crowned with olive wreaths 
and honored with parades held in 
their native cities. Crowning the 
9-Skm.os will be the pentathlon, which 
win, determine the best all-round 
athlete at the games. 

The games will 
be opened with a 
torch race from 
Athens to Olympia 
in which two 
teams will relay a 
lighted torch 

from runner to Olympic Symbol 

runner. The 
winning team will receive a jar filled 
with oil from the sacred olive groves. 


SPECIAL REPORT 

ON 

SCkETICE 


So^hocle^Jatest^ £-la/y opens_ tonight 


at tlie coliseum ancl sfxares the play- 
0111 with two other tragedies by 
Aeschylus and Euripides. Sophocles 


Aeschylus and Euripides. Sophocles' 
play? Elect-raj is the story of Hr^stes, 
son of Agamemnon and brother- of 
Electra, who revenges his father's 
death. Price of admission is seven 
cents Citizens who cannot afford a 
ticket will be given one by the state. 


THOUSANDS TREK 

i°Po D Am 

Delphi-Among 
Greece's more 
than 250 oracles, 
or shrines where 
the. gods speak to 
their followers, 
Hpollo's shrine at 
Delphi is proving 
to be the most 

"" spite 



Delphi Priestess 


difficult road, 
thousands make 
the trip every 
month. 

Apollo delivers his advice through 
a priestess, who gives prophecies Vnd 
answers questions on such wide- 
ranging topics as the outcome of bat¬ 
tles, the outlook for farm crops, law, 
trade routes, business ventures, the 
weather, medicine, and family affairs. 
The words of the priestess are not 
l--tnd.erstanda.ble by the common man. 
Instead., a group of priests interpret- 
her cries and babblings as she moans 
and swavs in a trance. 

. Apollo’s followers must wait for a 
sign that he is ready to speak. If a 
goat sprinkled with water shivers, 
Apollo will speak; if not, they must- 
return another day. Apollo's temple 
at Delphi is more than iust an oracle. 
Greeks believe that a stone in the 
temple marks the center of the 
earth. 
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Class Preparation 

Tell students to imagine they are reporters filing "on the scene" reports from the era or 
event being covered. They should already be familiar with this era or event from their 
classroom studies. However, to prepare the newspaper, students will need to 
research particular topics from that period in more detail. Tell students that they must 
learn enough about the topic they are reporting on to write an interesting, historically 
accurate article about it. Schedule library time for them to research their topics. 

Learning About Writing Styles 

Reproduce the News Story, Feature Article, and Editorial planning sheets from the 
newspaper project (see page 103). Have students read the planning sheets to learn 
about the style and structure of different types of news articles. Bring well-written 
examples of each type to class, and read and discuss them with your students. 

Assigning Topics 

Assign topics for articles to individual students, or to students working in pairs. Think 
of interesting feature possibilities as well as hard news items. You may want to leave 
these topics to your students' imaginations. Here are some suggestions: 

• Interview a prominent historical figure. 

• Make up ads as they might have appeared at the time. 

• Write editorials on period politics. 

• Announce coming events. 

• Do in-depth reports on timely topics. 

• Cover sports events of the day. 

• Write food or fashion columns for the period. 

Using The Newsroom to Prepare Historical Newspapers 
Planning the Articles 

Have students fill out a planning sheet for the type of article they will write. The 
information they include should reflect the research they have done. Check the 
sheets for accuracy, completeness, and appropriateness. Then return the sheets to 
students with your comments. 

Writing the Articles 

Instruct students to write the first drafts at their desks, and then to submit the drafts to 
editors for review. Space limitations demand that articles be short and concise. 
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Preparing the Newspaper Panels 

Have students write the final drafts of their articles at the computer, using the word 
processor in the Copy Desk work area. Each student or student pair should prepare 
their own panels, including headlines, copy, clip art, and cutlines. Clip art and 
cutlines should be prepared in the Photo Lab before moving to the Copy Desk. 
Consult the class newspaper project on page 99 for guidelines. 

Save each panel on the Panel data disk. Use a file name appropriate to the topic, 
adding numbers to distinguish the different panels. Make sure no one else is using 
the same file name. 

Review and Editing 

Students should get a printout of their panels for review by student editors, and for 
use in planning the layout. Panels should be edited and revised prior to the final 
layout. 

Preparing the Banner 

Have the class decide on a name and slogan for the newspaper banner. Several 
students should work together to prepare the banner. Include an appropriate clip art 
picture, then type the name in large letters and the slogan in small letters. Save the 
banner on the appropriate data disk. 

Layout and Printing 

Use the Layout work area to arrange the newspaper pages, beginning with the front 
page. Consult the newspaper project on page 101 for tips on good layout. 

The front page contains the banner and the most important news stories. It might also 
contain weather predictions, announcements of coming events, and the contents of 
inside pages. Inside pages should include less important news stories, features, and 
columns, as well as the editorial page. The back page should feature sports, 
announcements, and small news items. Advertisements can appear anywhere 
except the front page or the editorial page. 

Save the layout for each page on the Layout data disk. Then print the page before 
going on to the next page layout. Reproduce and assemble the pages, and distribute 
your historical newspaper. Be sure to give a copy to the school library. 


124 Teaching Guide 



ACTIVITY: Personification Poems: Pictures and Poetry 
GRADE LEVELS: 4 through 8 

SUBJECT AREAS: Language Arts, Creative Writing, English 
CLASS ORGANIZATION: Individuals or whole class 

Introduction 

Children and teenagers have a natural empathy with animals and other living things. 
In this activity, students use pictures from the Clip Art disk to inspire poems in which 
they write from the point of view of another living thing. Students will write as if 
speaking in the subject's own voice, and they will write about what they imagine to be 
the subject's feelings, perceptions, thoughts, and experiences. 


I am a 

YELLOW CAT 


Jby Meredith Richards 



I AM AN EXCITED YELLOW CAT; 

I HIP-HOP 
OVER THE 
GRASS, 
CHASING 
STRANGE 
BUTTERFLIES 
AND NOISY 
CRICKETS. 



I AM A PLAYFUL YELLOW CAT; 


I UNWIND BALLS OF YARN, 
TUMBLING AFTER THEM 
ACROSS THE FLOOR. 



I AM A LAZY YELLOW CAT; 

I SLEEP IN 
THE SUN, 

WARMING 
MY FUR 
AND 

SOMETIMES 
TWITCHING AN EAR. 




AM A SLY 
YELLOW CAT; 
I CROUCH IN 
THE BUSHES, 

WAITING TO 
SPRING AT 
UNSUSPECTING 
BIRDS. 

=$3 


I AM A STEALTHY YELLOW CAT; 

I CREEP FROM ROOM TO ROOM, 
STEALING SHADOWS 

FROM DARKLY 
LIT HALLWAYS. 


I AM A LOVING YELLOW CAT; 

I SETTLE 
DOWN BESIDE 
YOU, 

PURRING 
WITH JOY Sc 
CONTENTMENT 
JUST TO BE 
NEAR YOU. 
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Preparing the Personification Poems Activity 

Teacher Preparation 

Make up worksheets for use as pre-writing aids by your students. The worksheets 
should contain pictures of animals, insects, reptiles, creatures, and other subjects 
from the Clip Art disk. These will be the subjects for your students' poems. 

To make up the worksheets, start up The Newsroom using the procedure described 
on pages 13 to 16 of the Reference Guide. 

1. Use the Photo Lab and Copy Desk to prepare 6 to 12 panels, each containing a 
single picture from the Clip Art disk plus a word or two identifying the picture. 
Leave the rest of the panel blank. 

2. Prepare a Panel data disk labeled "Personification Poems.” Save each panel as 
you prepare it, using the name of the picture as the file name. 

3. Use the Layout work area to arrange the panels in two columns on one or two 
sheets of paper. Print the pages and reproduce one copy for each student in the 
class. 

Consult the Activity Skills Chart on page 141 for The Newsroom skills your students 
will need to complete this activity. Be sure they have acquired and practiced the 
needed skills. 

Class Preparation 

Discuss personification with your class. Have them imagine and describe what it 
would feel like to be different things, such as a rabbit, a bird, or a worm. Sometimes it 
helps to place the subject in a situation, such as a rabbit being chased by dogs or a 
rain cloud before bursting. 

Creating Personification Poems 

Pre-writing Exercise 

Ask students to imagine what it would be like to be each of the creatures and objects 
on the worksheet. On their worksheets, have students write down single words or 
phrases that come to mind in the blank panel next to each picture. Each student 
should then select a favorite picture from the worksheet to be the subject of his or her 
poem. 
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Writing the Poems 

Have students follow these instructions to write their poems: 

1. Start up The Newsroom . Instruct each student to retrieve the panel containing the 
subject they’ve chosen from the Panel data disk. 

2. Have students write free verse poems (poems with no fixed rhyme or rhythm 
patterns) from the point of view of their subjects, using their worksheet notes as 
prompts. Students should write about anything the subject might say, think, feel, 
hear, do, or experience. Be sure to have them write in the subject's voice. 

Some students may have trouble getting started. Suggest that they begin each 
line or verse with one of these phrases: 

"I am a...” 

"What's it like to be a ....?” 

"How does it feel to be a...? 

"If I were a ..." 

3. If a student's poem is longer than a single panel, make sure the student saves the 
first panel on the Panel data disk before going on to the next. Use the student's 
name and the number 1 for the first file name (e.g., Sarahl). Add sequential 
numbers for additional panels. 

4. Have each student type a by-line (e.g., by Sarah Smith) at the end of the poem. 

5. Some students may prefer to select a different picture of their subject from the Clip 
Art disk and substitute it for the one already on the panel. Show them how to do 
this by dragging the existing picture off the screen, saving the panel, then going to 
the Photo Lab. They should then load, define, and save the new picture. Finally, 
students should go back to the Copy Desk, retrieve the panel, and load the new 
picture onto the panel. 

6. Have students save their poems on the Panel data disk, using the student's own 
name as the file name. 
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Layout and Printing 

Have students follow these steps to lay out and print their work: 

1. Use the Layout work area to arrange a layout of all poems written about a 
particular subject (for example, birds or horses). Use the Banner work area to 
prepare a title for the top of the page. For example: 

What f s It Like 
To Be a 
BIRD? 

Poems Jby Mrs. Stokes' 

Sixth Grade English Class 


2. Print out poems arranged by subject, with each subject having its own banner. 
Display the poems on a bulletin board, or put them together into a book to 
reproduce and distribute to family and friends. Be sure to give a copy to the 
school library. 

Extension Activity 

As an extension activity, have students write personification poems using subjects 
they choose themselves from the Clip Art disk. 

Teacher Preparation 

Prepare four disks labeled "Personification Poems" for students to save their 
Newsroom data. Label one disk "Banner Data," one "Photo Data," one "Panel Data," 
and one "Layout Data.” Students may use their own data disks, if they have them. 

Consult the Activity Skills Chart on page 141 for The Newsroom skills your students 
will need to complete this activity. Be sure they have acquired and practiced the 
needed skills. 
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Activity Management 


Writing the Poems 

Ask students to scan the clip art library to find appropriate subjects for their poems. 
Then have them follow this procedure: 

1. Select the Photo Lab, and load the picture of the subject from the Clip Art disk. 

You can add clip art to make the picture more elaborate. Define and save the 
picture on a Photo data disk. 

2. Select the Copy Desk work area, and load the subject photo. Use the word 
processor to write the poem in the remaining space on the panel. Be sure to type 
in a small font. Also, it is best to double space between lines of the poem. 

3. If you need more than one panel, save the first panel, and then select the Trash 
Can icon to clear the work area before beginning another panel. Find appropriate 
clip art to illustrate each panel of the poem. 

4. After you have saved all the panels, edit the poem. Select Press and print out the 
panels one at a time. Then read them, noting changes you’d like to make. Go 
back to the Copy Desk work area, and edit and revise the panels with the word 
processor. 

Layout and Printing 

The layout and printing of the poems may be done by the teacher or the students. 

Use the Banner work area to prepare a title for each poem or group of poems. 

Arrange longer poems on separate pages, and group shorter poems so that several 
appear on a page. Arrange the panels so that the verses of a poem read downward 
on the page, as in the example on page 125. 

Print the poems. Display the finished results on bulletin boards, or reproduce the 
pages and make up a book of poems to distribute to family and friends. Be sure to 
give a copy to the school library. 
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ACTIVITY: Writing Narratives: Pictures and Stories 
GRADE LEVELS: 5 through 8 

SUBJECT AREAS: Language Arts, English, Creative Writing 
CLASS ORGANIZATION: Individual 


Introduction 

In this activity, students must integrate seemingly unrelated characters and events 
into a coherent story that flows logically from one element to another. The story 
elements are pictured on a blank story sheet like the one shown below. Students 
use the sheets to write a unified narrative that incorporates each of the picture 
elements. 


Once students have written their narratives on the story sheets, they can use The 
Newsroom to type and print illustrated versions of their stories. The class can also 
compile a book of stories to distribute to family, friends, and the school library. 
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Preparing the Writing Narratives Activity 
Teacher Preparation 

Consult the Activity Skills Chart on page 141 for The Newsroom skills that your 
students will need to complete this activity. Be sure they have acquired and practiced 
the needed skills. 

You will need four data disks. Label each with one of the following labels: "Banner 
Data," "Photo Data," "Panel Data," and "Layout Data." 

Preparing the Story Sheets 

Scan the Clip Art Library for pictures that will interest and challenge your students. If 
you prefer that students write on a particular theme, select pictures that relate to the 
theme. Follow these instructions to prepare the story sheets: 

1. Use the Photo Lab to prepare eight pictures from the Clip Art disk and write a 
caption of one or two words that identifies each picture. Define each picture and 
its caption as a single photo, and save it on the Photo data disk. Use the picture 
name for a file name. 

2. Go to the Copy Desk work area. Prepare eight panels, with each containing one 
of the pictures and its caption. If the pictures are small, you may fit more than one 
on a panel. 

On the first panel, you should also type an opening sentence. The sentence should 
help students get started writing, but it should not suggest specific content. 

On the remaining seven panels, leave the panel blank except for the picture. 

3. Save each panel on the Panel data disk. Use the name of the picture as the file 
name. 

4. Select the Layout work area. Lay out two pages for the story sheet (both without 
banners): 

Page 1 will contain the panel with the opening sentence plus three other panels, all 
in the left-hand column. Leave the right-hand column of page 1 blank. 

Page 2 will contain the remaining four panels, all in the right hand column. Leave the 
left hand column of page 2 blank. 

Save each layout on the Layout data disk, selecting the "Save page to same data 
disk” option. Name the files Storyl and Story2. 

5. Print the pages. Follow the screen instructions carefully, inserting the proper data 
disks whenever requested. 

6. Place each printed page over a sheet of ruled paper. Using a ruler and narrow tip 
pen, carefully draw lines across the page, following the rules underneath. Do not 
draw lines where there are printed pictures. When you are finished, reproduce 
copies of the story sheets for your students. 
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Class Preparation 

Ask the students to scan the story sheets and think about ways to integrate the picture 
elements into a unified story. Discuss the correct and the incorrect way to construct 
such a story. 

The Wrong Way: The "What Next?" Approach 

Students should avoid following the "and then this happened, and then that 
happened" approach, stringing story elements together in an unrelated series of 
events and characters. In this type of "What Next?" story, there is no real plot 
development. Instead, the reader wanders down a path of ever-changing events that 
have little rhyme or reason. 

The Right Way: The Central Problem Approach 

In a better approach, the students write a story that revolves around a central problem 
or conflict. There is a central character in the story who has a problem, and the story 
involves the character’s attempts to solve it. The central character is often the 
narrator, and he or she tells the story in the first person. 

The story that the narrator tells should have a clear beginning, middle, and end. The 
conflict becomes clear at the beginning of the story, is developed through a series of 
events in the middle, and is resolved in the end. All the story elements should be 
related in some way to the central character's attempts to solve it. 

Activity Management 

Have students write their stories on the story sheets you have prepared. Post the 
handwritten stories on a bulletin board, or compile them into a book. Students may 
publish and illustrate their stories by following the procedure below. 

Publishing Students' Stories 

1. Have students type their stories onto blank panels in the Copy Desk work area. 
Double-space for shorter stories. 

Save each panel as it is completed, using the student's name as the file name. 
Attach the numbers 1, 2, 3, and so on to the file name as suffixes to identify 
successive panels. 

2. Prepare a two-page layout for each story. Go to the Layout work area, and load 
the Storyl layout (first page of the story sheet) from the Layout data disk. Fill in 
the right-hand column with the student's own story panels. Save the layout to the 
Layout data disk, using the student's name and the appended number 1. 

Repeat the procedure for the second page of the layout. Load the Story2, file and fill 
in the left-hand column with the student's story panels. Save to the Layout data disk, 
using the student's name and the suffix number 2. 

3. Print the two pages of the student's story. Each page will show the story text in 
one column and accompanying illustrations in the other. 

Post the students’ printed stories on a bulletin board, or compile the stories into a 
book to duplicate and distribute. 
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ACTIVITY: Mathematics Word Problems 
GRADE LEVELS: 5 through 8 
SUBJECT AREAS: Mathematics, Physical Science 
CLASS ORGANIZATION: Small Group or Individual 

Introduction 

Teachers know that students who actively participate in classroom learning activities 
are more likely to do well. Whenever possible, students should have the opportunity 
to make an active contribution to the class. In mathematics, for example, students 
can do more than read, listen, and solve problems. They can gain better mastery of 
the material by formulating original problems that challenge the skills of others. 

In this classroom activity, students use The Newsroom to make up word problems in 
mathematics for their classmates. Each student contributes one problem to a 
mathematics problem set, and the set is reproduced and distributed to all students in 
the class. The students type, illustrate and, if necessary, diagram their problems 
using The Newsroom. 

Problems in basic computation, algebra, geometry, and physical science are all 
suitable for this activity. 

Preparing the Mathematics Word Problems Activity 

Teacher Preparation 

Have four data disks already labeled "Math Problems" for use with The Newsroom. 
Label one each with the following: "Banner Data," "Photo Data," "Panel Data," and 
"Layout Data." 

Class Preparation 

Consult the Activity Skills Chart on page 141 for The Newsroom skills your students 
will need to complete this activity. Make sure they have acquired and practiced the 
necessary skills. 

Show your students how to lay out a mathematics problem with The Newsroom (see 
the next section). You may wish to make up a sample problem sheet for illustration. 

Have students design problems on paper similar to those they are working on in 
textbooks and workbooks. Establish a policy regarding the type of problems that are 
acceptable and require students to work out the answer for themselves, showing their 
calculations. Have them use reasonable numbers that lead to manageable 
calculations. Read and approve each problem before the student prepares it on The 
Newsroom. 
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Managing the Mathematics Word Problems Activity 

Classroom Management 

Have students contribute problem sets throughout the semester. Eight students, for 
example, could make up problems for one study unit, then another eight could make 
up problems for the next unit, and so on. When all students have contributed a 
problem, start over with the next set. 

If it is not feasible for students to contribute problems, the mathematics teacher can 
use The Newsroom to create attractive, original worksheets for the class. 
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Writing the Problems with The Newsroom 

Have students follow this procedure when setting up their problems: 

1. Select the Photo Lab, and load a clip art picture related to the content of the 
problem. The picture may simply add visual interest, or it can be an integral part of 
the problem. For problems in geometry and physics, use the Graphic Tools to 
draw figures and diagrams. Define and save the picture on the Photo data disk. 
Use the student's own name as the file name. 

2. Select the Copy Desk work area. Load the photo from the Photo data disk, then 
type the text of the problem on the panel. (Problem text should generally be no 
longer than one panel.) Save the panel on the Panel data disk, using the 
student's name as the file name. 

3. Clear the problem panel and type an answer panel. Most answer panels will 
contain only the word Answer: and a blank line near the bottom. Some may have 
space for several answers. Save the answer panel on the Panel data disk, using 
the student’s name with the letter .A appended as a file name. 

When the students have saved their problems, follow this procedure to assemble the 

set: 


1. Select the Banner work area and make a banner for the first page of the work set. 
Indicate the type of problems in the unit, and leave space to write a name. Save 
on the Banner data disk. 

2. Select the Layout work area. Make up a layout for each page that has the 
problem panels in the left-hand column and the answer panels in the right-hand 
column. For an example, see the sample mathematics work set on page 134. 
Save on the Layout data disk. 

3. Print each page, and then assemble and staple the pages of the problem set. 
Distribute the pages to students, instructing them to complete the problems. 
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ACTIVITY: Writing Fantasy Letters: Wish You Were Here 
GRADE LEVELS: 4 through 7 

SUBJECT AREAS: Language Arts, English, Creative Writing 
CLASS ORGANIZATION: Individual 

Introduction 

This writing activity fuels the imagination and engages students' descriptive 
vocabulary. In the activity, students put themselves into imaginary situations and 
write "Greetings from..." letters describing their experiences. They might take a sight¬ 
seeing trip to outer space, go on a tour of the bottom of the ocean, or spend the night 
in a haunted mansion. Another approach is to write the letter in the words of a 
"native" describing an exotic place to an outsider. 

Students write their letters by hand on stationery that has been prepared using The 
Newsroom. Clip art pictures decorate the "letterhead" and body of the stationery, 
setting the scene for the fantasy. For an example, see the "Greetings from Outer 
Space" stationery on page 138. 


Students have the option of typing and printing their handwritten letters, using the 
same panels that were used by the teacher to prepare the stationery. The class can 
also compile their letters into a "Wish You Were Here" book of imaginary letters. 

Teacher Preparation 

Consult the activity skills chart for The Newsroom skills your students will need to 
complete this activity. Be sure they have acquired and practiced the necessary skills. 


You will need four data disks. Label each with one of the following labels: "Banner 
Data,” "Photo Data,” "Panel Data," and "Layout Data." 

Finding a Theme 

Scan the Clip Art Library for pictures that suggest "Greetings from..." themes. Choose 
three to four themes, so students will have a choice. Some themes may have a 
factual basis (for example, "The Antarctic"), while others may be pure fantasy or 
science fiction. Here are some suggestions: 


Outer Space 
20,000 Fathoms 
One Million B.C. 
The Silly School 
The Jungle 

The Farm 


A Haunted Mansion 

The Antarctic 

The Great Outdoors 

Sports Camp 

Any state or country 
on the clip art maps 
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Preparing the Stationery 

1. First, use the Banner work area to prepare the letterhead. Load and position the 
clip art for the banner. Type GREETINGS FROM... in a small font. Below that, 
type the theme words (e.g., OUTER SPACE) in large font. 

2. Use the Graphic Tools to draw top and bottom lines across the banner. Then save 
the banner on the Banner data disk. 

3. Go to the Photo Lab. Load, define, and save each clip art picture that will appear 
in the body of the stationery. Save each one on the Photo data disk. 

4. Go to the Copy Desk work area. Type Dear _ , in the large font at the 

top of the first (upper left-hand) panel. Add any pictures that you will be using, and 
then save the panel. Use a file name based on the theme, and add the number 
suffix 1 (e.g., "Spacer). 

5. The remaining panels should contain pictures but no text. Some areas of the 
page may be left blank. If this is the case, do not prepare panels for blank areas. 
Save all panels that you do prepare on the Panel data disk. Use the same file 
name that you used in Step 4, adding the suffixes 2, 3, and so on, for successive 
panels. 

6. In the final (lower right-hand) panel, type Yours truly, _in a large font 

and save the panel. 

Finishing the Stationery 

Follow these steps to finish the stationery: 

1. Select the Layout work area from the PICTURE MENU, and make up the page 
layout. Place the banner letterhead at the top, and position successive panels 
down the page. Where there are no panels to be printed, leave the layout blank. 
Save the layout by selecting the "Save to same page data disk" option. 

2. Print the stationery page. Follow the screen instructions carefully, inserting the 
proper data disks whenever requested. 

3. Place the printed page over a sheet of ruled paper. Using a ruler and narrow-tip 
pen, carefully draw lines across the page, following the rules underneath. Do not 
draw lines where there are printed pictures. Reproduce copies of the stationery 
for your students. 
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Class Preparation 

Tell the students to imagine they are on vacation at the location on the letterhead. 
They must use the stationery to write a letter to a real acquaintance, describing what 
they are seeing and doing on the trip. 


An alternative that some students may prefer is to imagine that they are a native of 
the setting, and to write a letter that describes the setting to someone else (a letter 
from a Martian to an Earthling, for example). 
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Managing the Fantasy Letters Activities 

Writing and Displaying the Letters 

Have students write their letters by hand on the stationery that you have prepared. If 
you have prepared a number of settings, allow students to choose the one they want. 
Students should then fill in the name of the person to whom they are writing at the top 
of the sheet and sign their own name at the bottom. 

Post the students' letters on a bulletin board, or compile the handwritten letters into a 
book. Use The Newsroom to make an illustrated book cover with the title, "Wish You 
Were Here!” 

Printing Students' Letters 

Students may use The Newsroom to type and print their handwritten letters. To do 
this, they should type the letter directly onto the panels that were used in making the 
stationery. Select the Copy Desk work area, and load each panel in turn from the 
Panel data disk. Save each panel after the student has filled it with text, using the 
student's name with a number suffix as file names. Do not use the same file name 
that was used for making the stationery originally. Students will need to create 
panels to fill in blank areas of each page. 

Once students have created panels, they should go to the Layout work area and 
make up a new panel layout. The new layout should include the original letterhead 
banner, along with the new panels containing the student's letter. Save the layout by 
selecting the "Save page layout to same data disk” option. Then print out the 
student's letter. 
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STUDENT ACTIVITY SKILLS CHART 



Student Skills Chart 141 


Note: * = skill required for activity 0 = skill optional for activity + Banner and Layout prepared by teacher or student editors 









The Newsroom™: Scholastic Edition 
Page Planning Guide A 

Page Type: Letter Size (S'/i-by-11") with Banner 

Name of publication:_ Page #_ Date: 

Student’s name:___ 


BANNER 

Banner Name:_ 

Data Disk #:_ 


Panel 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel Name: 
Data Disk #: 
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The Newsroom™: Scholastic Edition 
Page Planning Guide C 

Page Type: Letter Size (S'/s-by-ll") without Banner 

Name of publication:_ Page #_ Date: 

Student’s name:_ 


Panel 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel 


Panel Name: 
Data Disk #: 


Panel Name: 
Data Disk #: 
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Proofreaders’ Symbols 


Instruction 

Mark in 

Margin 

Mark in 

Text 

Corrected 

Version 

Delete 


the -new paper 

the paper 

Insert 

n&u) 

the^paper 

the new paper 

Let it stand 


the new paper 

the new paper 

Make lower case 


^he Paper 

the Paper 

Make upper case 


the paper 

the Paper 

Transpose 


the^aperjfiew) 

the new paper 

Close up space 


the pa^er 

fhe paper 

Delete & close up 


the ^feper 

the paper 

Spell out 


(^papers 

ten papers 

Start paragraph 

9! 

It’s time. 

A Let’s go. 

It’s time. 

Let’s go. 

Run in 


It’s timeo 

Let’s go. 

It’s time. Let’s 

go. 

Move right 

3 

thejpaper 

the paper 

Move left 

[ 

C the paper 

the paper 

Move up 

i — 1 

the pap^r 

the paper 

Move down 

i—i 

the pap e r 

u 

the paper 

Align 

II 

II the paper 
||the paper 
|| the paper 

the paper 
the paper 
the paper 
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Instruction 

Mark in 

Margin 

Mark in 

Text 

Corrected 

Version 

Straighten line 

= 

the paper 

the paper 

Wrong font 


the pape0 

the paper 

Broken type 

X 

th0)aper 

the paper 

Insert space 

# 

th^aper 

the paper 

Insert period 

o 

This is it^ 

This is it. 

Insert comma 


g<J^o, go 

go, go, go 

Insert hyphen 


word for word 

A A 

word-for-word 

Insert colon 

© 

paper^ 

paper: 

Insert semicolon 

A 

y 

paper A 

paper; 

Insert apostrophe 


Torrid 

Tom’s 

Insert quotation marks 


V V 

the paper 

the “paper” 

Insert parentheses 

</>/ 

paper ours 

A A 

paper (ours) 

Insert brackets 

vv 

paper Tribune 

A A 

paper (Tribune) 

Insert en dash 

w 

1984 1985 

A 

1984-1985 

Insert em dash 

M 

Do it now. 

A 

Do it—now. 

Insert virgule 

/ 

either or 

A 

either/or 
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GLOSSARY 


Ad - abbreviation for an advertisement 
Assignment - a story a reporter has been told to cover 

Banner - name of the newspaper in large letters across the top of the front page; 
also called flag or logo. 

Beat - reporter's regular assignment for covering the news 

By-line - name of the writer appearing at the head of a news or photo story 

Caption - a label beneath a photo (see outline) 

City Editor - the person in charge of the city desk who oversees the work of 
reporters in the newspaper's city of publication 

Column -1. the vertical division of text in the makeup of the newspaper. A column is 
a "row" of text. 

2. articles that appear regularly in the newspaper that are written by the 
same person, reflecting a particular point of view 

Columnist - a person who writes a column 

Copy - the words in a news story 

Copy Boy - an errand runner in a news office who carries copy 

Copy Desk - the desk in a newspaper office where copy is edited and prepared for 
typesetting and printing 

Copyreader - a newspaper worker who corrects or edits copy written by reporters; 
this person may also write headlines 

Correspondents - reporters employed to furnish news of a certain type or from a 
certain place; also called stringers 

Cover - to get all the details of a news report and write it up 

Cutline - the information that accompanies and describes a photo; also called 
caption 

Dateline - the line at the beginning of a story that includes the name of the city or 
country where the event occurred, and sometimes the abbreviation for the wire 
service or news bureau that submitted the story 

Deadline - the time at which all copy for an article must be in 

Delete - to take out copy or type (also referred to as kill) 

Dummy - a rough layout of a newspaper page showing placement of stories, photos, 
and other material 

Edition - the entire number of copies of a publication printed at one time 

Editor - the person in charge of planning and producing a particular part of the paper 
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Editor in Chief - the editor having final responsibility for the operations and policies 
of a newspaper 

Editorial - an article expressing the opinion of the newspaper or a person regarding 
a certain subject 

Feature - a story in which the interest value lies in some factor other than news 
(often called human-interest story) 

Filler - a small story with little news value used to fill in small empty spaces on a 
page 

Flag - name of the newspaper in large letters across the top of the front page (also 
called banner or logo) 

Font - a complete set of type in one size and style 

Headline - commonly called head, it consists of large type summarizing the contents 
of an article; headlines must include a stated or implied verb 

Jump - to continue a story from one page to another 

Kill - to take out copy or type (also referred to as delete) 

Layout - the design (placement) of articles and pictures on a page 

Lead -1. the opening paragraph of a news story 

2. the most important story of the day, usually located in the upper-right hand 
portion of the front page 

Masthead - the detailed information printed in every newspaper stating the title, 
ownership, staff, and subscription rates 

Proofreader - one who reads proof pages and marks errors 

Publisher - the chief executive of a newspaper 

Reporter - the person on the newspaper staff whose responsibility it is to cover news 
assignments and write factual and interesting stories about the events 

Scoop - a story obtained before other news organizations receive the information 

Subhead - headings used in the body of the story to break columns (rows) of text 
into sections 

Typo - abbreviation for typographical error; a typing or typesetting mistake 
W-H Formula - who, what, when, where, why, and how 
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ANNOTATED BIBLIOGRAPHY 


About Journalism (1978). For language and social studies. Well-organized, creative, 
and easy to read. Deals with the way the newspaper is organized and how news is 
gathered, written, edited, and printed. Grade level focus: 5-12. Source: Channing L. 
Bete Co. Inc., Joseph Long, Group Marketing Director, 200 State Road, South 
Deerfield, Massachusetts 01373. 

Bibliography: NIE Publications. Annotates more than 100 NIE (Newspapers In 
Education) curriculum publications for teachers and students. Answers questions 
about using the newspaper in school curriculum. An indispensable resource for 
teachers interested in the full spectrum of NIE materials available. Grade level: adult. 
Source: Publications Director, ANPA Foundation, The Newspaper Center, Box 
17407, Dulles International Airport, Washington, D.C. 20041 

Brady, John. The Craft of Interviewing. Random House: New York, NY, 1976. 

Covers all aspects of the interviewing process from getting the interview to writing it 
up. Includes anecdotes from the author's experience. Grade level: adult. 

Brigham, Nancy. How to do Leaflets, Newsletters, and Newspapers. Hastings House 
Publishers: New York, NY 1982. A good book for both beginning and seasoned 
journalists. Covers a wide range of topics concerned with planning, printing, and 
publishing leaflets, newsletters, and newspapers. Grade level: 9 and up. 

Decker, Howard. Newspaper Workshop: Understanding Your Newspaper (revised 
1978). Relates to learning about the newspaper-its contents and organization. 
Coverage is comprehensive, including 67 student projects. Workbook pages are 
perforated for tearing out. Grade level: 9-12. Source: Globe Book Co., Inc., 50 West 
23rd Street, New York, NY 10010. 

Editors of the Harvard Post. How to Produce a Small Newspaper (2nd edition). The 
Harvard Common Press: Harvard and Boston, Massachusetts, 1983. A 
comprehensive guide to producing a smaller newspaper, such as a community or 
school paper. Grade level: 9 and up. 

Gentry, Carolyn S. Photojournalism (1976). Includes a history of photojournalism. 
Contains suggested projects and a sample elementary lesson on interpreting 
photographs. Grade level: K-12. Source: The Florida Times-Union, Promotion 
Director, PO Box 1949, Jacksonville, FL 32231. 

Hudson, Howard Penn. Publishing Newsletters. Charles Scribner's Sons: New York, 
NY 1982. A complete guide to markets, editorial content, design, printing, 
subscriptions, and management. Grade level: adult. 
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Lewis, Gail and Wilma Blylock. One, Two, Three, Go! (1978). A guide for parents 
using the newspapers with three- and four-year olds. Well organized with clearly 
described lessons. Provides parent swith information regarding the purpose of the 
activity as well as suggested materials and procedures. Grade level: pre-school. 
Source: Eugene D. Rutland, 4646 Poplar, Suite 531, Memphis, TN 38117. 

Newspapers Are for Kids, Too! (1983). Designed to show parents how to use the 
newspaper to help their children learn and review the many skills needed in today's 
complex world. Grade level: K-6. Source: The Press/Sun Bulletin, NIE Coordinator, 
Vestal Parkway East, Binghamton, NY 13901. 

Noyes, Dan. Raising Hell. A helpful booklet on how to research individuals, 
government, and corporations. Lists useful research guides. Grade level: 9 and up. 
Source: Mother Jones Center for Investigative Reporting, 625 3rd St., San Francisco, 
CA 94107. 
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